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INTRODUCTION 


As with its predecessors (SimCity Classic and SimCity 2000), SimCity 3000 
puts you behind the Mayor's desk of a simulated city. As Mayor, your role is 
to set the agenda (and tone) for the city, zone and build much of the city’s 
infrastructure, and then manage whatever happens as a result of your deci- 
sions and actions. 


Contrary to the usual trend in computer games, SimCity 3000 (SC3K) is 
actually considerably less complicated than SC2K, which may cause dismay 
in some hardcore gamers. However, some fantastic additions have been 
made, including amazingly detailed graphics and animations. And now you 
can even conduct intercity trade. We think you'll agree that the finely tuned 
interface, the ease of use, and the enhancements to gameplay make this the 
best SimCity game yet. 


This book give you the information you'll need to create a successful and 
thriving city that you (and your SimCitizens) can be proud of. 


DOW THIS BOOK IS ORGANIZED 


This book is divided into three parts: 


Ö Part I: The Big Picture will orient you to SC3K. It describes the game and 
walks you through the startup of a sample simulation. Your role as 
Mayor is explained, and you get an idea of the responsibilities facing you 
and the tools you have to work with. 


s) Part II: Taking Care of Business will provide the fundamentals you need 
to know about constructing a SimCity. From proper zoning techniques 
to the inside scoop on power, water, and garbage utilities, these chapters 
will give you the basics of city creation and management. 


Ö part mm: The Finer Details of City Management are just that: Managing 
the complex monster that is the city’s budget, juggling taxes, handling 
Petitioners with savvy, passing the ordinances your city needs, and work- 
ing trade deals—all these tasks are explained in this section of the book. 
There's plenty of help here to take your city-management skills to the 
next level and beyond. 


ö Appendices: You'll find cheat codes in Appendix A, if you need ‘em, and 
online gaming resources in Appendix D. There's also a lesson in 
Appendix C on modifying terrain. And in Appendix B you'll find out 
that, yes, you can still use your SC2K scenarios! 


art 1 of this book takes you through the process of getting your 


own game up and running, from naming your city to delving 


into your role as Mayor. 


In Chapter 1, you'll find a breakdown of what's new in SimCity 
3000, as well as a brief walkthrough of how to start up your very own 
city. If you're already familiar with the SimCity universe, you may want 


to skip this chapter. But there’s something here for all levels of gamers. 


Chapter 2 helps you understand your role as Mayor in a city’s 
development. You’ll get the skinny on what duties you’ll be expected to 


performm—from dealing with disasters to managing pesky Petitioners. 
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GETTING STARTED 


ike its predecessors, SimCity 3000 is an urban planning and 


simulation game that makes you the Mayor of a simulated city. 


You can create your own city, or use one of the sample cities pro- 
vided by Maxis. Either way, your city will have the same needs and 
potential for growth as a real city. Along with that growth, your city's 
urban structure will become increasingly sophisticated, just as a real 
city's does. Your challenge is to make your growing city a place where 
its Sims (the citizens of a SimCity) can be safe and prosperous. 


In this chapter, you'll get a quick look at a SimCity 3000 simula- 
tion. We'll create and develop a small city so you can see just what 
SimCity 3000 is and how it works. In later chapters, we'll go into 
the more involved aspects of SimCìty management. Our goal here in_ 
Chapter 1 is to get you playing. If you already have SimCity experience, | 


you may want to skim this chapter for tips and then move on. | 


WuHAT IS SIMCITY 9OOO% 


WHAT IS SIMCITY SOOO? 


SimCity 3000 allows you to plan and build a simulated city and, as time goes 
by, watch it grow and develop or fall into disuse. 


ep We're getting tired of sa 
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SimCity 3000. 


There are many variables for you to control in SC3K—even more than in 
previous versions of the game. The simulation uses more than a hundred 
rules to govern the interaction of various parts of the city as you create them. 
The unemployment rate, the proximity of utilities such as power plants and 
landfills, and many other factors influence the city's property values. 
Property values, in turn, affect the population level, which in turn affects 
industry and, again, the unemployment rate as well as other factors. By 
using a large set of variables—everything from traffic and pollution to 
employment and land value—SC3K creates a realistic model of urban life. 


SC3K was preceded by SimCity 2000, and before that SimCity (now called 
SimCity Classic) was developed by Will Wright and Fred Haslam and became 
the flagship game of the Maxis line. SimCity 2000 incorporated four years’ 
worth of suggestions from users of the original SimCity, which was a best- 
seller in its own right. Now SC3K raises the bar one level higher. 
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WHAT'S NEW IN 
SIMCITY SOOO 


SC3K's features aren't hugely different from its predecessor’s. In fact, most of 
the changes Maxis made to the game are in the interface and the game's 
graphics. The Maxis crew strove to make the interface easier to use, while 
improving the realism of the Sims’ actions. You can zoom in closer than ever 
to see exactly what's going on in your city. This makes for more realistic traf- 
fic and pedestrian movement, and even activities like building construction 
are more authentic. 


Above and beyond the stunning visual additions to the game, there are 


a few key new features in the SimCity universe that make SC3K the best Sim 
game ever. Here's what they are: 


Ô 


Ö 


The maps in SC3K are bigger—up to four times the size of SimCity 2000 
maps. 


With highly-detailed, close-up animations, you can monitor your Sims 
like never before. 


You can trade garbage, power, and water with neighboring cities for fun 
and profit. 


You're able to recreate real-world cities like San Francisco or Montreal, 
using the actual city topographies. 


You can customize your city with real-world landmarks like the Empire 
State Building or the Sydney Opera House. 


Choose from hundreds of 3D-rendered buildings that have more and 
better detail. 


Make your cities come to life with fantastic 3D sounds. 


STARTING A NEW GAME BY STARTING A NEW CITY 


STARTING A NEW GAME 
PY STARTING A NEW CITY 


Let's run through a quick sample simulation to show you around 
SimCity 3000. 


USING THE OPENING MENU 


The opening menu gives you five options: Starter Town, Start New City, 
Load City, Preferences, and Real City Terrain. In our sample, we want to 
create a city from the ground up, so click on the Start New City 
button. 


A message appears asking for a city name, the Mayor's name (your 
name), the difficulty level, the starting level, and the city size. From here 
on out, the responsibility for customizing and running this city sits 
squarely on your shoulders. So let's start laying the groundwork. 


If you’d like, you can fo 
computer as we play out 


Naming the City 
First, give your city a name. Click on the text box that contains the high- 
lighted phrase “New City,” and just type the new name over it. 


Selecting a Level of Difficulty 
As we'll discuss in a minute, a very important aspect of managing your city 
is setting up and maintaining the budget. It stands to reason, then, that the 


| 
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most visible difference between levels of difficulty in the SimCity game is 
based on how much money is available as you begin the game. There are 
three levels of difficulty from which you can choose: 


Ásy TM 


Start with $50,000 Start with $20,000 Start with a $10,000 bond (debt) 


mn 


For our sample, we'll select Easy. That'll give us enough money to get our 
new city up and thriving. Although you may be tempted to try a harder skill 
level, if you're a novice, it's a good idea to take it slow and start off easy. 


Selecting the Year 
Now you can select the year in which your simulation will begin. Like the 
budget, the year you choose affects your level of challenge. That's because 
certain technologies—such as nuclear fusion—become available only in later 
years. These advanced technologies take a bigger bite out of your budget, so 
it's easier to get your city going if you start in an earlier era. 


The year feature in S 
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For your sample city, choose 1900 as the starting year. This will give you 
a chance to accumulate money before expensive new developments—like 
subways and alternative energy sources—start to appear. 


STARTING A NEW GAME BY STARTING A NEW CITY 


After you've entered a name for the city, selected Easy as the game level, 
and chosen 1900 as the game's starting year, click the checkmark button to 
start the game. You will be greeted with the Terrain Edit box. 


CREATING YOUR LANDMASS 


Landmasses are randomly generated. The landmass that appears in your 
Terrain Edit box is a mix of terrain: hilly and level ground; streams, lakes, 
and rivers; and other geographic features. In the edit box, you get to adjust 
several aspects of this topography. You can choose land or water to be the 
edges of your map (by clicking on the edges of the minimap). You can have 
a single river running through your map or a mountain in the middle of it. 
You can also adjust the individual parameters for the amount of hills, water, 
and trees on your map. 


Trees 
To adjust the number of trees on your map, slide the tree bar up and down 
in the Terrain Edit box. More trees means more work clearing them away 
when you're zoning new areas—but those trees also make a nicer environ- 
ment for your Sims. 


Water 
To adjust the amount of water on your map, slide the water-drop bar up 
and down in the Terrain Edit box. More water on your map means it'll be 
harder to install infrastructure. The benefit is that your Sims like to live 
beside water, and lakefront property will often have high land values. 


Hills 
As you did for trees and water, you adjust the number and size of hills on 
your map by sliding the hill bar up and down in the Terrain Edit box. And 
more means more in this case, too: The more hills you have, the more work 
you'll do to install the necessary infrastructure in your city. And those hills 
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make nice surroundings for your Sims, so land values in these communities 
tend to be higher. Also, if you lower the number of hills you have, you'll be 
lowering the entire map— which usually means more water on the map. 


For now, we're going to use the landmass just as it was created, so click 
on the Accept This Terrain box. 


L FINDING A LOCATION 


: Cities do well on large, flat areas of land near a water supply. Take a minute 

to look around your landmass for an appropriate location for the city cen- 
ter. The game begins in a paused state, so don’t worry about anything hap- 
pening while you're looking around. 


WHAT'S IN THE TICKER? 


SC3K uses a ticker tape style electronic marquee that runs along the bottom 
of the screen to keep you informed. This is the Ticker, and the headlines 
there tell you how you're doing as Mayor, in the form of opinion and pop- 
ularity poll results. You'll also be able to spot what sorts of problems the Sims 
in your city are experiencing. Any story/poll/deal that looks interesting can 
be instantly accessed; just click on it as it scrolls by. Don't worry if you miss 
a story—they’Il keep coming if they're still relevant to your city’s concerns. 


Lim 


ss” 
« 


| e Ticker in SC3K takes the place of t ze Ne 
IT City 2000. Watch the Ticker for re id 
1 issues are affecting your Sims the most. 


BUILDING AND ZONING YOUR CITY 


A WORD ON DISASTERS 


In SCSK, as in life, disasters happen. SC3K gives you tornadoes, fires, earth- 
quakes, and even UFOs. When you're up for a challenge, overcoming them 
is part of the fun (see Chapter 12). For now, let's concentrate on building a 
city without unexpected interruptions. From the menu bar, pull down 
Disasters and select No Disasters. 


PUILDING AND ZONING 
YOUR CITY 


As an urban planner and mayor, your goal is to plan and build a thriving 
city. This will involve zoning and building. You'll zone areas for industrial, 
residential, and commercial use. Zone your city wisely, and you'll soon see 
industrious Sims living, working, and doing business in those areas. 


The Sims will, at various times, need and ask for civic services such as 
police protection, fire protection, hospitals, and schools. (You can anticipate 
these needs and build the facilities before they're demanded if you like.) 
You'll be able to build these structures where you want, but—remembering 
your goal of a thriving SimCity— you should place them where they'll do the 
most good. 
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Click on the speed bar at the bottom of the screen and select Turtle, the 
slowest speed; then click on the green arrow to get the simulation running. 


BUILDING A POWER PLANT 


Immediately after the Ticker announces your new city’s founding, before 
you do anything else, construct a power plant for your city. 


Your time setting is still the early 1900s, so your choice of power plants 
is limited to coal- and oil-powered stations. Later, sophisticated alternatives 
like solar power, nuclear power, and fusion will be developed and 
announced in the Ticker. Given the time period and the resources available, 
you will have the most success for now with a coal power plant. It's dirty, 
but it's relatively cheap for what it puts out, and it'll last SO years—until 
those advanced alternatives become available. 


From the Utilities palette, select the Power Plant icon and then click on 
the type of plant you wish to build. The mouse pointer turns into a little 
lightning bolt and power station, and if you drag it around your landmass, 
you'll see a shadow falling under the pointer. The shadow indicates the size 
of the power plant—in this case, a coal plant is 16 tiles. Don’t click anywhere 
just yet. 


e Select a Power Plant raster | bo 
t to see imnportant information de 
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Having indicated what you want to build—a power plant—you must 
now decide where you want to build it. 


BUILDING AND ZONING YOUR CITY 


If you want access to all the powe 


here's a cheat that will enable y 
ntroduction. | 


Placing the Power Plant 
Your power plant should be relatively near to, but not in the very center of, 
the largest flat area available—the area you've chosen for your city. Your city 
should also be near a water supply, but you don't want to pollute the water, 
so don’t put the power plant next to the water. 


Ld 


 SC3K lets you build a power pla nt 
_landmass if you want. Building i 
; the impact the plant’s pollution 3 


To place the power plant: 


1. Move the mouse pointer until the shadowed area falls in the position 
you want for your power plant. Look for the tile shadow to turn blue 
(meaning the plant can be placed there). 


Your power plant provides spark to your city. Soon you'll be zoning ë 
industrial and residential areas, building some roads, and watching your city be 
grow. But first, a word about the budget. If you're following along with your = 
computer, pull down Speed again and select Pause. 


2. Click once and the power plant will appear. 


CHAPTER | EOUNDER'S DAY: GETTING STARTED 


MINDING THE MONEY 


The city budget is a major factor in building a successful SimCity. We'll go 
into detail about budget strategies and the Budget window in Chapter 7. 
Right now, we want to get your city going, so let's just take a quick look 
at the Budget window. On the palette at the right side of the screen, click on 
the Adjust and Review button; then click on the button that looks like a 
stack of money. 


When the Budget window appears, notice that each budget category has 
a default percentage of 100%. This doesn't mean that 100% of the city's 
financial pie goes to each budget category, of course—but rather that you are 
funding each budget category to 100% of its own maximum. 


NOTHING LASTS FOREVER 


lo illustrate the basic workings of development in SCHK, we'll give vou a 
peek at the future of your city. Power plants last a finite number of vears; 
then thev fail and must be rebuilt. 
\s vour power plant nears its death, the Ficker will warn vou. You can 
either let the plant die and be destroved, or vou can take the initiative 
and replace it yourself. By then vour city will have become somewhat developed, so vou |I 
probably want to move the thing, anvwav. You can select and build a new plant that's more 


powerful, or cleaner, or both, in a location that's better suited for further development. lo do 


this, use the same techniques vou used to select and build vour tirst power plant. Once vou've 


built the new plant, vou can bulldoze the old one and zone the land tor some other use. 


BUILDING AND ZONING YOUR CITY 


Your city doesn't yet need or have a lot of services or much of an infra- 
structure. You could, if you wanted to, adjust the funding levels shown in 
the Budget window. (But not too much—if you underfund roads, for exam- 
ple, you'll soon see potholes around town.) But the simulator does not 
deduct costs for services that don't exist, so there’s no point in fidgeting now. 


In addition to setting funding levels in the Budget window, you can take 
out loans, make deals with neighboring cities, and review income. You can 
also meet with your financial adviser by clicking on the button in the lower- 
left corner of the map. 


In a moment, when you turn up the speed and resume the game, you'll 
see an annual profit indicated in the Budget window’s Estimated End of 
Year $ line. If you had passed ordinances and made changes to funding 
levels, you'd see the financial results of those changes reflected here as well. 
As it is, only a small amount for road maintenance and for the volunteer ser- 
vices you implemented will be deducted from your budget. You're in the 
black, and as long as you don't overexpand, your money will increase every 
year. Click the checkmark button to close the Budget window. 


CHECKING YOUR RESOURCES 


The Query tool lets you find out more about an individual structure, 
like your power plant (or a citywide system, once you have systems; 
see the “Microsimulations” sidebar). To work with the Query tool, hold 
down the Ctrl key and click on the structure. When you do this on a coal 
power plant, you'll see an info box containing various statistics that help 
you to know in detail what's going on down in the SimCity streets. When 
you're finished looking over your power plant’s statistics, click anywhere 
in the info box to close it. 
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MICROSIMULATIONS. 
CITYWIDE STATISTICS VS. 
INDIVIDUAL STATISTICS 


home items in $C3K (power plants, schools, and the like) produce statistics 

for the individual stens, while others (Hbrartes, bus depots, etc.) provide 

statisties tor the citvwide system. His is because, in addition ta the big simutator that creates 

Ln vour perception of the whole city, the program includes a number of mricrosinattators that 
allow smaller simulations to take place. You'll see evidence of the microsimulations in the 


form of statistics for individual items, tor example. 


+ ZONING INDUSTRIAL AND 
RESIDENTIAL AREAS 


SimCitizens must have jobs and homes. At first, the economy will be indus- 
trial; later it will move toward commercial. Right now, though, you'll have 
to provide an industrial zone in which the Sims can work. 


1. Click on the Zone button. This brings up the various zoning icons. 


you can choose Light Industry, Medium Industry, or Dense Industry. 
Pull the pointer to Light Industry on the menu and release the mouse 
button. 


k 2. Click and hold on the Industrial Zone icon. A menu appears, where 
« 
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the edge of the power plant, and click and drag an area three tiles 


3. The mouse pointer changes to a tiny factory. Move it to an area along 
| 
deep and six tiles long. 


As you click and drag, watch the cost of zoning this area mount. 
Notice, too, that the cost is being deducted from the total funds avail- 
able to you, as shown at the top of your screen. 


When you're finished, let up on the mouse button. Small yellow dots 
appear on the tiles you have just zoned, indicating that they are 
zoned for Light Industry. 


4, Now add some housing for your SimCitizens. Select the Residential 
Zone icon and hold down the mouse button. The menu that appears 
gives you choices for Light Residential, Medium Residential, or Dense 
Residential. Pull the pointer to Light Residential on the menu and 
release the mouse button. 


imCitizens simply will not v 
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5. The mouse pointer is shaped like a little house this time. Leaving 
a one-tile strip (for a road) in between, click and drag to zone a 
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3 X 6 residential area. Small green dots appear on the tiles to indicate 
that they’re zoned Light Residential. 


LAYING DOWN A ROAD 


Now that you have created zones in which your Sims can work and live, you 
need to provide a way for them to get from one place to another. Roads are 
cheap to build, and at this stage they offer the advantage of simplicity. (Later, 
you'll want to build rail and subways, perhaps even highways, to carry your 
Sims.) To build a road between your industrial and residential zones: 


1. Click on the Build Transportation button. 


2. This brings up a list of available transportation options (which right 
now includes only Rail and Road). Click on the Road button. 


3. The mouse pointer changes to a piece of roadway. Move to one end 
of the one-tile-wide strip between your residential zone and indus- 
trial zone, click, and drag to the other end. A road will appear. 


PLACING A POWER LINE 


The industrial area next to your power plant automatically gets power just 
because it's next to a powered area (the power plant itself). But your city's 
residential area doesn't have any power. No power, no building. No build- 
ing, no place for Sims to live. So you need to place one power line spanning 
the road, to make a power connection to the residential area. 


Click on the Build Utilities button, and then on the Power Lines button. 
Then move the mouse pointer to a roadway tile and click once. A tiny power 
line appears. 


Until power is transmitted, you'll see the power line flashing with a vel- 
low and gray lightning bolt. The power line will soon stop flashing, and in 
a few seconds you'll see industries and homes being built. Then cars will 
appear on the roadway, carrying SimCitizens to and from work and home. 


EROMING YOUR IC kre ' 


GROWING YOUR CITY 


Over time, you'll want to balance the city's needs by providing suitable zon- 
ing and services. To do that, you have to keep a good, sound budget. In the 
rest of this book, you'll find detailed information about all the elements of 
successful urban planning with SimCity 3000. 
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MA YORAL DUTIES 
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a huge megalopolis or wind up a ghost town. The SimCity is 
all yours, and because there is no opponent and no specific 


end result to achieve, you set the agenda for winning. bn | 


, s Mayor, you'll engineer and manage a city that can grow into 


You can increase your city's size without regard to the environment, 
or you can try to find ways to maintain a city without creating excess’ 
pollution. You decide whether to build a cheap (but dirty) coal-burning 
power plant or to splurge on a cleaner gas one. You decide whether your 
Sins will have colleges, libraries, museums, parks, and a stadium or 
whether they can live with less. (The Sims, however, decide if they want 
to live in your city or not—they’ll move out if they don’t like the way 
things are going.) 

This chapter defines your mayoral goals and what your Sims will 


expect of you while you're in office. You'll see what strings you need to 


pull in order to be the best Mayor of all time. 


YOUR GOA EE BE NMALOR 


YOUR GOALS AS MAYOR 


You have two main responsibilities: to guide the development of your city 
and to respond to disasters and urban problems. In this chapter, we'll focus 
on your goals for guiding city development—from planning your city’s zon- 
ing and layout, to managing services such as police and fire departments, to 
dealing with Petitioners from all walks of life. On top of all the pressure that 
comes with the job of Mayor, you'll also have to watch the budget, keep the 
Sims happy, and have a good time yourself. That's all part of being a civic 
leader. 


The Mayor must also respond to disasters and urban problems such as 
crime prevention and pollution. Disasters are the thorn in the side of most 
Mayors. They have the ability to turn a profitable and happy city into a 
smoldering pile of rubble, so they must always be taken seriously. Chapter 12 
contains the specific information about responding to disasters. But all is 
not unhappy; in Chapters 10 and 11, we'll talk about The Good Life—how 
rewards, opportunities, and recreation contribute to life, liberty, and the 
pursuit of happiness. 


PLANNING THE PALISADES 


Your most fundamental city-management task is to plan development. 
That's exactly what you're doing when you zone areas as residential, indus- 
trial, or commercial, and when you place civic services like police stations 
and hospitals. In Chapter 1, we covered the basics of how to zone and build. 
You'll use these same methods for zoning and building all the parts that 
make up your SimCity. When you're ready for more detail about the types 
of zones and how they work, check out Chapter 3. 


Here in this section we'll look at the major elements of development and 
what the Mayor has to keep an eye on in order to keep a city running 
smoothly and growing prosperously. 
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CITY INERASTRUCTURE 


As Mayor, you must provide for the city's infrastructure: the roads, power 
lines, water supply, mass transportation, and so on—all the stuff that makes 
up the city. The infrastructure grows as your city's needs grow. 


For example, when you start your city, you initially won't have to worry 
about water; just power, a road, and some basic zoning will do. But almost 
immediately after you have these basics set up, a message will appear in the 
Ticker alerting you to the city’s need for water. 


eh CITY SERVICES 


Sooner or later, your SimCitizens will demand services: fire and police pro- 
tection, hospitals, and schools, for example. As your city grows, the Sims will 
want more and more services. If crime rises to an uncomfortable level, they'll 
demand prisons. 


You can wait to be reminded (by the Ticker) about these services, or you 
can anticipate the demand and establish services when you think it's time. 
Sims like The Good Life, and the more services you provide, the more 
SimCitizens your city will have. 
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Remember that conceding to the wishes of the citizens is not always 
what's best—for them or for you. One SimCity manager told of the real-life 
story of his grandfather, who was elected mayor of a small city on the 
promise that he'd have Main Street paved, and then ousted from office for 
raising taxes to pay for the paving. 
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DEALING WITH PETITIONERS 


From time to time, citv Petitioners will approach vou with suggestions 
for new ordinances that affect everything from child literacy to parking 
tickets. Each ordinance will influence vaur citv in a different wav, so vou! ll 
have to weigh each situation carefully. Some Petitioners will propose husi- 
ness deals or special structures that vou can build in vour burgeoning city, and these have 
implications to vour surroundings, as well. To learn more about ordinances, check out 


Chapter 8. 


YOUR CITY'S BASIC NEEDS 


As Mayor, your job is to ensure the health, happiness, and prosperity of your r } 
SimCitizens. They will thrive in a balanced setting where they can work, live, 
shop, and get around. They'Il behave in all the ways anyone would—prefer- 
ring to drive rather than take the train, moving out of town if unemploy- 
ment goes up too high, wanting more police in high-crime industrial 
neighborhoods, and so on. 


In SC3K, commerce, crime, pollution, education, and employment are | Á 


all interrelated. When you create industrial zones to boost employment, you 
also increase pollution. If you build large residential areas without providing 
enough industrial zoning, employment goes down and the crime rate goes E 

up. Your challenge is to strike the right mix, so your Sims will be healthy, If 
happy, and productive. 


GIMCITY'S MANAGEMENT TOOLS p 


As Mayor, you must use the tools available to you to balance the needs of 
your citizens with the resources you have available. 
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Ö The program calculates internally such factors as city growth, population 
density, crime, pollution, traffic levels, tax revenues, land value, and the 
city's economy. Through your actions in zoning and building, you affect 
the balance of these factors both directly and indirectly. 


5) You also have control over factors like the budget, city services, tax rates, 
transportation, and the generation and transmission of power. 


Ö vou can encourage some kinds of industry in your city and discourage 
others. 


You do have influence over land value, pollution, and the health and 
prosperity of your citizens. You do not have control over factors such as the 
external economy, and the occurrence, location, and intensity of disasters 
(unless, of course, you turn off the Disasters option). 


As we mentioned earlier, simply responding to every request of your 
Sims is no guarantee that you will “win,” but if you ignore your citizens’ 
demands altogether, you're sure to get bounced out of office. 


ZONING 


Build your city with a balanced mix of industrial, residential, and commer- 
cial zones. This will allow your city to prosper and your citizens to thrive. 


Zoning property does not ensure that the property will be used. It 
merely means you have designated the property for that purpose. The 
property has potential, not actual value. The real value grows as Sims, 
industry, or commerce move in—and this is exactly what you want. 
Sims are important to your city and to its industry and commerce. They 
form the workforce, they pay property taxes, and they vote. And without 
their votes, your city will fail and you'll be out of office. 
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LAND VALUES 


Developing and maintaining land values is a crucial element of mayoral 
responsibility in SC3K. When land is desirable, Sims will move in. That will 
increase tax revenues, allowing you to develop the city further. Basically, in 
the same way that lower land values inspire higher crime rates and ulti- 
mately put the city into a downward spiral, higher land values raise the qual- 
ity of life and bring prosperity. 
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INDUSTRY, COMMERCE, 
AND EMPLOYMENT 


As mentioned previously, it is important to seek a balance between the 
industrial, residential, and commercial populations of your city (as repre- 
sented by the amount and density of occupied areas zoned to be industrial, 
residential, and commercial). The jobs in your city are industrial and com- 
mercial. If you have an overabundance of industrial/commercial areas and 
not much in the way of residential areas, industry and commerce will fall 


CH N PTER 2 MAYORAL DUTIES: Tue RESPONSIPILITIES OE OELICE 


off, decreasing the tax base. Too much residential and not enough industrial/ 
commercial area, on the other hand, cause unemployment to rise and com- 
merce to fall off even more. 


The number of Sims residing in your city is influenced by the birth rate, 
which is always positive, and by unemployment, land values, and taxes. 
This population is also affected by the quality of life, as indicated by pollu- 
tion, crime, the availability of services, and educational and recreational 
facilities. 

Industrial growth is affected by taxes, the presence of sea- and airports, 
and the external economy. 


Commercial development is influenced by industrial and residential 
development, taxes, and the overall growth of the city. At a certain level of 
growth, the city's economy will turn from industrial to commercial in 
nature. 


L TRADE 


Trade can have a profound effect on your city's economy as well as on its 
overall functioning. Trade occurs between one, some, or all of the four 
neighboring cities that border your city, and the benefits can flow both ways. 
You can trade in garbage, water, and electricity. You can either buy services 
or sell them, depending on your excess capacities and your own city’s need 
for services. 


Trade is a very import r 
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POWER 


Power is necessary to spark and maintain the growth of zoned areas—it was 
the first thing you established for your sample city in Chapter 1. Without 
power, a neighborhood or industrial area will decline. Power can become 
interrupted or terminated by disasters, accidental bulldozing, or the death of 
your power plant. You should fix damaged power lines immediately, and in 
some cases you may want to duplicate power lines as a kind of insurance. 
(Keep in mind, though, that redundant or unnecessarily long power lines are 
inefficient and will in themselves cause power shortages.) 


TRANSPORTATION 


In SC3K, rail and other forms of public transit create less pollution. Sims love 
to drive, however, and roads are cheap to build and maintain. But watch 
out—roads can fill to capacity quickly. 


It is critical to the success of your city that transportation be appropri- 
ately placed. The Sims must be able to travel from home to work or com- 
merce (shopping and business), from commerce to home or work, and from 
work to home or commerce. If the distance from one of these areas to anoth- 
er is too great, the Sims won't go there. The transportation route, along with 
the too-distant area, will go into decline or simply never develop at all. 


POLLUTION 


Pollution has an adverse effect on land values, the quality of your citizens’ 
lives, and other factors in a SimCity. Pollution is caused by industry, sea- and 
airports, certain power plants, congested traffic, garbage incinerators, land- 
fills, damaged nuclear reactors, and plain old garbage piling up in the streets. 
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CRIME PREVENTION 


Crime tends to occur in dense industrial, commercial, and even residential 
areas. Unemployment and low land values also contribute to rising crime. 
Because land values near industrial areas are lower, crime flourishes there, as 
well as in dense residential areas near industrial areas. Falling land values and 
rising crime rates are so intertwined that, if left unchecked, they will feed on 
each other and send your city into a downward spiral. 


The best way to deal with crime is to prevent it—by keeping land values 
up and placing police protection strategically in denser areas where crime 
flourishes. You can also take a bite out of crime by enacting city ordinances 
like Neighborhood Watch Groups or Youth Curfews. 


WINNING SIMCITY SOOO 


SimCity 3000 is neither violent nor adversarial. To “win” the game, you set a 
goal for yourself and your city, and then achieve it. Your goal might be high 
population, low pollution, a large cash reserve, extensive city services, or the 
encouragement of some kinds of industry over others. You can pursue some 
combination of these goals or something altogether different. You do have 
one obvious objective—to stay in the Mayor's office—but beyond this fun- 
damental requirement, you determine what type of city is a winning city. Go 
for Megalopolis or Smallsville—it's up to you. 
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WINNING SIMCITY $OOO 


When you play one of the five model scenarios included in SC3K and 
described in Chapter 13, you will be addressing a set of challenges specific to 
that city’s design. Your goal will be to manage the city despite its limitations. 


When you play a simulation that involves building a city from the foun- 
dation up, you will set the agenda, and you will make the big decisions that 
win or lose the challenge you've set. 


In either case, you'll need a firm grounding in the various elements that 
make a SimCity what it is. So in Part 2, we'll look at the gizmos available for 
you to work with in SC3K. Then as you continue into Part 3, we'll look at 
the components of a SimCity and how to manage them. 


OE BUSINESS 


his section of the book deals with the basics of putting together 


a SimCity. We'll cover the ins and outs of zoning in Chapter 5, 
so that you won’t make any critical mistakes in the early going 
that might make your life miserable down the road. Chapter 4 delves 
into the nuances of setting up your power grid in the most functional, 
cost-effective, and environmentally friendly way possible. Chapter 5 
tackles the trials of transportation— perhaps the single most important 
consideration for your city when you're laying it out. In Chapter 6, 
you'll get advice on two very important challenges in SC3K: water and 
garbage. Getting enough water into your city and getting the garbage 


out of your city goes a long way toward creating a megalopolis. 


Tr 


L 
' 
: 
he 
| 
U 


ĳ 
« 


CHAPTER 5 | 


ZONING 


LHE LAY OR THE LAND 


oning is the process by which certain areas are slated for 
/ particular types of buildings. By encouraging a healthy mix’ 
of. residential, commercial, and industrial areas, you can 
stimulate a high quality of life for your residents and encourage 


economic growth. 
B 


In SC3K, you as Mayor and city planner won’t actually build me 
buildings in zoned areas. The Sims do that for you. If you zone wisely, 
the Sims will move in quickly and build bigger and better things — 
indeed, even wondrous things. But zone the city poorly, and the Sims 
will move in reluctantly or not at all. Worse, after moving in they ma 
depart in droves, leaving blocks of abandoned shells where a thrivin 
neighborhood once existed. In this chapter, we start with basic zonin 
guidelines, then look into ways to assess your city’s zoning, and 
finally examine a set of zoning strategies you can apply to you 


bustling burg. 


DASIC ZONING GUIDELINES 


PASIC ZONING GUIDELINES 


Before we get into the nit-picking details of zoning your city, let's go over 
some basic elements in zoning strategy so you'll be completely familiar with 
the fundamentals. 


TYPES OF ZONES 


There are three types of zones in SC3K: 


fs) Industrial 
ö Residential 


ö Commercial 


Each of these comes in three flavors: 


Ö vient 
fs) Medium 


ö Dense 


When your goal is to build a large city, dense zones are an attractive 
option—they really pack in the population, whether it's residential, indus- 
trial, or commercial. But density has hidden costs: Dense urban areas foster 
higher crime rates and generate more pollution. This doesn't mean you 
should completely avoid zoning dense areas, nor that you have to always 
mix dense areas with light or medium areas. Rather, it means that you 
should be aware of the downside of zoning denser areas and plan to address 
the related issues (crime and pollution) that are bound to come up. For the 


f 
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fledgling city, we recommend you stick to the cheaper and easier-to-manage 
Light zoning. Once your city begins to grow, you can move up to the two 
higher densities. 


THE IMPORTANCE Op 
LAND VALUES 


In SCK, vou as the Mavor set the citv’s agenda. You have substan- 


tial control in setting goals and choosing the path and tools to get 
where vou want to be. You don't have to build an industrial mega- 
lopolis—vou can build a little green EcoUtopia if vou want. Mavbe 
vou want to make tourism vourcitv's leading industry. Maybe vour citv will relv exclu 
sively on public transit. You name it. 

[hat said, keep in mind that it's hard to succeed with low land values. Let's face it: A 
city cant survive without an income, and much of the income in SC 3K comes from 
taxes, which are based on land values. Without sound land values, vour citv won't be 
able to maintain roads (they'1 develop pothotes before vour eves) and won't be able to 
support civic services (vour Sims will scream about that). The whole citv will start 
spirating down a path of stunted commerce and industry and higher unemplovment 
and crime rates, driving tand values even lower 

Al this talk about zoning is reallv about tand values. Learn how to balance zones 
in proportions that will boost vour citv's income and make for a robust economy 
whatever other goals vou have for vour citv. 

Ot course, if vou can strike up some lucrative trade deals with vour neighbors, vour 
citv’s land values might become less important because revenue will come from 
other sources. However, vou never know how Tong trade deals will last, so it's impor- 


tant to keep land values healthy to help support vour citv. 
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PRINCIPLES TO ZONE Py 


Remember the following rules of thumb as you zone your city: 


Ö select a large, flat area for your city. Don't think you're going to 
construct suburban tract housing (a.k.a. Light Residential) on those 
attractive slopes just out of town—Sims don’t build well on hillsides. 
There's nothing to stop you from placing power lines and laying pipes 
up hill and down dale, and by doing that, you can successfully zone and 
develop the flat parts of hilly land—but it won't be an efficient way to 
go. You'll have to run a lot of power lines and pipes to supply juice and 
water to a relatively small population. 


5) Make whole areas of land the same zone type. It's just a fact of 
life that Sims, like real people, prefer to live in residential areas. They 
don’t like to live on an isolated residential tile in an industrial area, or 
even next to an industrial tile. 


Ö rolliow the “three-tile rule.” Sims probably won't walk more than 
three tiles. They usually won't bother to build anything more than three 
tiles from the nearest transportation. Transportation means (in this con- 
text) a road, or a subway or train station. You can zone an area six tiles 
wide, bound by roads on either side, and make it as long as you like, and 
Sims will build on it. But if you make that area seven tiles wide, the strip 
in the middle will go unused. 
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Ö Place residential, industrial, and commercial areas close 
together. Sims don’t like to commute long distances, so you should 
zone residential areas near industrial and commercial areas. Placing resi- 
dential zones next to industrial zones lowers land values, however, so try 
to buffer those areas from each other. 


Ö watch the path of pollution. Sims don't like to live next to pollu- 
tion-producing industrial zones. In fact, they don't like to live anywhere 
near them. 


Ö Trees and water increase land values. Sims do like trees and water 
in all their various forms. Residential areas will have higher land values 
if they're placed near “empty” spaces filled with trees or on any kind of 
waterfront. Placing big or small parks, marinas, small lakes, or other open 
areas in or near residential areas will also raise land values. 


EVALUATING YOUR 
CITY'S ZONES 


To help you make wise zoning decisions, SC3K provides you with a number 
of tools for viewing and evaluating your city. 


As your city grows, it will take on the appearance of a bustling metropo- 
lis. Buildings will sprout up all over, and the little dotted squares that indi- 
cate zoned tiles will disappear. The visuals in SC3K are wonderful—a great 
improvement over the previous version. Nevertheless, sometimes you'll 
want to see your original zoning patterns. 


To get a look at your city’s industrial, residential, and commercial zones 
without their buildings (except city services buildings), click on the Layer 
Views button that's just to the right of the game speed indicator. You can 
then view the city’'s zones by checking just the Zones option under the 
Above Ground heading. All the buildings in zoned areas—except city 
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services buildings like police stations, schools, and so on—will vanish. You'll 
be able to see clearly the pattern formed by your zoning efforts. 


_ You can also use your city’s zo zes as 
map in the lower-right corner of you 
t and Review button and then on 6 
to the map screen. You can set wh: 
your default map by checking Use As 


TUE DEMAND INDICATOR 


Using the Demand Indicator in the City toolbar, you can see how much 
demand (or lack of demand) exists at any given moment for the three types 
of zones. The three bars represent Industrial, Residential, and Commercial. 
The farther upward the bar moves, the greater the demand for that type 
of zone. 


Remember one basic principle here: You do not want any of the bars in 
the Demand Indicator to slip downward and stay there. If it does, that 
means you've built too much of that type of zone. You especially don't want 
all three bars to fall down into the “no demand” end of the Demand 
Indicator—that means your city's in trouble. 


You do want to build what is shown to be in demand. If, for example, the 
Residential bar is way up and the Industrial bar is lower (closer to the mid- 
dle), it means there are more jobs than people and you should zone more 
residential areas. It's okay if all the bars in the Demand Indicator are way 
up—even for a period of time. That just means your city wants to grow. 
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ZONING STRATEGIES 


Now, with the basic principles under our belts and a good understanding of 
the tools to use, let's look at specific zoning strategies. 


LIGHT, MEDIUM, AND DENSE 


Light, Medium, and Dense areas are just that: light, medium, or dense. 
When you're thinking of placing Light Residential zones, you probably want 
to build single-family homes. In a Dense Residential area, you're going to get 
high-rise condos and apartment buildings. In a Light Commercial zone, 
you'll get one-story storefronts; in a Medium Commercial zone, malls. Get 
the picture? 

There are numerous workable strategies for using light, medium, and 
dense zones of all types. 


Ö m a mature city, it's likely you'll want a mix of these elements. 


5) In a brand-new city, the tried-and-true approach is to start with areas 
zoned light and replace them with denser areas later. 


LANDEILLS 


Landfills are areas where the garbage will pile up as your Sims and their city 
grow. It's best to zone landfill areas away from spots where you'll be build- 
ing commercial or residential areas. Obviously, land values tend to be low 
near landfills. Keep in mind that incinerators and recycling facilities even- 
tually can do away with the large spaces needed for landfills. 


INDUSTRIAL AREAS 


Industrial zones are where your Sims build industry and factories. The pres- 
ence of at least one strong industrial area is essential to a successful city. 


ZONINCSSMBATE GIES 


Without an industrial base, your city will never develop—that industrial base 
creates the jobs that will, in turn, encourage Sims to move into your city. 
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Remember that when you start a new city, you must first zone indus- 
trial areas to attract Sims. They won't move into your city if they aren't 
going to have jobs. Keep in mind the following pointers as you zone indus- 
trial areas. 


Ö A new city may start growing faster if you zone for light 
industry. If you plan to grow your city into a large one, however, you Il 
need more dense industrial zones as the city becomes established. Try to 
maintain more industrial zones than residential zones in the beginning 
of the game. A 3:1 ratio is generally good. 


Ö Industrial areas produce pollution. Light industry tends to gener- 
ate less pollution than dense industry. 


Ö Sims do not like to live next to industry. Placing industrial zones 
right next to residential zones will reduce the value of the residential 
zones and reduce your city’s income from taxes. But remember that Sims 
prefer to avoid long commutes to their jobs. To resolve this, maintain a 
buffer zone of commercial areas, or some other structures, or preferably 
parks between industrial zones and residential zones. 

(continued on page 38) 
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Ö vou can encourage farming with industrial zoning. [f you zone 
large areas of Light Industrial on the outskirts of your city, but without 
providing a lot of access to it (say, only one road), Sims will often set 
up farms. This can be a good way to generate some extra revenue for a 
fledgling city. 


ZONING RESIDENTIAL AREAS 


Residential zones are where your Sims live. As with other types of zones, you 
can build either Light, Medium or Dense Residential zones, depending on 
your purposes. Areas zoned Light Residential will contain single-family 
homes and thus have fewer Sims living in the area. But Light Residential will 
also have lower crime rates and less pollution (because there will be fewer 
vehicles in the area). Areas zoned Medium and Dense Residential will con- 
tain more densely packed housing—high-rise condominiums and apart- 
ment buildings. A large, robust city can have a mix of all types of residential 
zones. Building a dense downtown district and a lightly populated outward 
area is one strategy that works well. 


When you're zoning areas Residential, keep in mind the following 
thoughts. 


Ö Sims like to live near where they work and shop. That means 
near industrial and commercial zones. Sims do not, however, like to live 
next to industrial and commercial zones—especially not next to indus- 
trial zones. 


Ö The presence of water and trees in or near a residential zone 
will raise land values. Sims just love water and trees. Try zoning a 
lot of waterfront property as Residential, and watch those land values 
skyrocket. You can take advantage of this by placing industrial areas far 
from waterfronts and snagging all that coastline and riverfront for resi- 
dential areas. 
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ö Forget building dense residential areas on the edge of the 
landmass. Teetering out there on the edge of the world-as-we-view-it, 
Sims will never build anything bigger than a single-family dwelling. A 
better alternative is to shift your vision one tile inward by placing a road 
on the very edge and the residential areas inside of that. 


Ö Avoid rising crime rates and pollution levels. When a residential 
area in your city has a high crime rate or a high pollution level, Sims will 
leave; if it gets too bad, they'll go in droves. To fight those crime rates, 
place police stations in that area. Better yet, prevent the crimes from 
happening in the first place by keeping land values up and unemploy- 
ment down. 


The best thing to keep in mind as you're zoning for Sims’ residential 
areas is that they like and dislike all the same things that you do. Make them 
a nice, clean, safe environment with good schools and fun things to do 
when they're not working, and they'll be perfectly happy to pay their taxes 
and allow you to keep zoning and building and reaping rewards. 
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COMMERCIAL AREAS 


In commercial zones, your Sims do their trading—shopping and banking, 
for example. When you start a new city (as you did in Chapter 1), you don't 
actually need commercial zones; until Sims are working and living in your 
city, there's no need for shopping and banking. You'll see this lack of 
demand reflected in the Demand Indicator on the City toolbar. It's only after 
you zone some residential and industrial areas and after the Sims start build- 
ing that you'll see a demand for commerce begin to appear. That's when you 
should start to zone commercial areas in your city. 


In the early years of your city, you'll notice far greater demands for indus- 
trial zones than for commercial zones. Your SimCity, just like a real one, 
begins as an industrial economy. As your city matures and time passes, the 
economy will shift to one that needs trade and commerce and zones meant 
for those activities. Fewer industrial zones will be needed. 


Sims drive their cars to and from commercial areas (unless they take pub- 
lic transit), but the type of business they conduct in these areas does not 
spew pollution out into the city. The activity that takes place in commercial 
zones pollutes your city far less than industry does. There is also less crime 
risk in commercial areas than in industrial areas. Because of this, commer- 
cial areas can act as a buffer between industrial and residential areas, as dis- 
cussed earlier in this chapter. 
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"ZONING" SEAPORTS 
AND AIRPORTS 


Seaports and airports are not, strictly speaking, zoned areas. Nevertheless, 

they are vital links to the outside world that will help your city’s economy 
flourish. To establish seaports and airports, you'll use techniques very similar to those used for 
zoning industrial, residential, and commercial areas. Click on the Seaport or Airport button 
and then click and drag an appropriately sized area, just as you use the zoning tools to click and 
drag an area to be zoned. 


Seaports and airports have their own special issues. Turn to Chapter 10 for info on main- 


taining them. 
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CHAPTER 4 
VASANDE 


POWERSMANAGEMEN TT 


rom the alarm clock that wakes you in the morning to the 


computer that simulates your SimCity, thecormmon thread that 
runs through modern life is power. You’d be lost without it. F 
fact, the need for power is so basic that in SimCity 3000, you must 


build a power plant before you do anything else for your city. The-type 


of power plant you choose, where you locate it, how you set up you 
power lines, and how wisely you manage your power system will be 
among the most important decisions you’ll make as you play SC3K. | 
And that's what we'll cover in this chapter. 


BUILDING A POWER PLANT 


DUILDING A POWER PLANT 


At first (if you start your game in 1900), your choice of power plants will be 
limited to coal and oil. But as time goes by, new technologies will appear and 
be announced in the Ticker. Of course, if you start your game later in the 
century, you'll already have access to some of the modern power plants, but 
even then not all of the alternatives will be available to you. There are a 
number of factors to consider in choosing your power plant. This section 
describes the various types of power, their cost, and their impact on the envi- 
ronment. 


SimCity 2000 alums should» 
hydroelectric form of pow 
‚ but all the other forms of schen 


PRACTICAL AND PHILOSOPHICAL 
CONSIDERATIONS 


When you choose a power plant, you must consider three practical variables: 


Ö Tre life span of the power plant's generator 
Ö The amount of electricity it can produce 


Ö The drawbacks of using the type of power plant you're considering 


Consider, also, the overall agenda you've set for your city. You may be 
trying to expand your city as much as possible, or your goal may be to build 
an ecologically sound city. If you're planning to build a large city and you 
don’t mind using resources, you may want to start with a coal plant, which 
makes a lot of pollution but is economical to build and operate. On the other 
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siderably more expensive. 


available to add to your city. 


POWER PLANT YEAR INVENTED OUTPU 


Coal 1900 
Oil 1900 
Gas 1950 
Nuclear 1955 
Wind 1980 
Solar 1990 
Waste to Energy 2000 
Microwave 2020 


Fusion 2050 


äl 


an e as the initial cost. 
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C+/- TO YEARS) MEGAWATTS 


200 


220 


kn = In the preceding table, th > À 
= power plant is the initial c 


bsequent cost of rebuilding the pla: 


hand, you might want to start with an oil plant, which is cleaner but con- 


The following table describes the types of power plants that are available 
over the course of time, including the year when they will likely become 


COST C$) 


4,500 
7,500 
2,000 
15,000 
100 
1,300 
25,000 


28,000 


40,000 


Power plants also have hidden costs. If the plant produces a lot of pollu- 
tion (like coal, which burns a fossil fuel), a hidden cost is lowered property 
values. If the plant is not a constant source (like solar, which depends on the 
unreliable presence of sunlight), your city may experience loss of power dur- 
ing brownouts. The type of power plant you choose will affect your city in 
a number of ways that might not be immediately obvious. 


DUILDING A POWER PLANT 


DEATH OF A POWER PLANT 


The life span for power plants is usually 50 years (+/- 10 years), except for 
wind power, which will last forever without needing replacement or main- 
tenance. When an aging power plant is about to fail, the Ticker will 
announce the upcoming problem with alarm. 


If you are playing with No Disasters toggled on, and if you have enough 
money available, you can ignore all the warnings. At the moment it fails, the 
old power plant will be automatically replaced by a new one of the same type. 


If you are playing with disasters enabled, however, you'll have to act 
quickly when the plant dies. You need to rebuild it to avoid widespread 
business and industry failure resulting from the lack of power. 


UPDATING YOUR 
POWER SOURCE 


When an aging power plant is about to die, you have the option of choos- 
inga new type of power plant from the more sophisticated options that have 
become available in the 50 vears since you built the old one. Ouick, while 
there’s still time, find a new location for the new plant (presumablv a little farther away from 
vour growing metropolis), and build the new plant before the old one keels over. Then have 
some real fun blowing up the old one yourself. You can use Demolish/Clear under the 
Bulldozer tool icon to do this. Finally, vou’ll have the option to rezone the tiles that were occu- 
pied by the old power plant. You can incorporate them into your overall city plan in any way 


vou like. 
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TYPES OF POWER PLANTS 


In this section, we’ll describe each type of power generator that appears in 
SC3K. We'll go over their advantages and drawbacks, and offer strategic 
advice based on your city's timeline, as well as the overall impact each 
method of power generation will have on your city. 


Coal 
Coal power plants burn fossil fuel to generate electricity. In the early half of 
the 1900s, coal is cheap and easy to get, so this somewhat primitive tech- 
nology is a good choice—especially in the early years of a simulation. 


Advantage Coal power plants are cheap to build and maintain, reliable, 
and available at the beginning of the game. In SC3K, coal power plants pose 
no real danger of disaster—they don't have meltdowns, for example—and 
they don’t require the presence of a water source. [n addition, because they 
don’t rely on sunlight, they're not subject to a lot of brownouts. 


Disadvantage Burning coal is a dirty way to produce power. Coal- 
burning plants throw off a lot of smoke, which you can see blowing across 
the landmass or (yikes!) your city. Pollution lowers the quality of life for your 
Sims and, thus, property values. 


Strategy Build one coal power plant at the beginning of the game, when 
it's a cheap and expedient way to get rolling. Be sure to build it away from 
any area you're planning to zone as residential. When your growing city 
needs more power than a single coal plant can produce, replace it with a 
more powerful and cleaner plant. 


Oil 
Oil power plants burn oil—also a fossil fuel—to generate electricity. In the 
early 1900s, using an oil power plant can be an expensive but viable com- 
promise to using coal. 


BUILDING A POWER PLANT 


Advantage Oil power plants are a bit cleaner than coal, and they're 
available at the beginning of the game. Oil power plants are not dependent 
on the presence of sunlight, which is unreliable, or on waterfall tiles, which 
are rare. 


Disadvantage Oil power plants aren’t as cheap to build and maintain as 
coal. If you choose to build an oil power plant at the beginning of a simula- 
tion, it's going to drain away almost half your available cash ($20,000 if 
you're playing at the Easy level). Oil power plants produce almost as much 
pollution as coal power plants, and they're even more expensive. 


Strategy You may have your own reasons for using an oil power plant, but 
in general we think coal is a more economical alternative, especially at the 
beginning of a simulation. Later on, you'll have more alternatives, so why 
bother with an oil plant? 


Gas 
In the 1950s, the invention of gas power will be announced in the Ticker, 
and gas power plants will become an option. These plants burn natural gas, 
which is cleaner than coal or oil. 


Advantage As mentioned, gas power plants are cleaner than coal or oil. 
This power source is available fairly early in the game, so it provides an alter- 
native to coal or oil that will help you to reduce pollution. 


Disadvantage The initial cost to build a gas power plant is twice that of 
an equivalent coal power plant. 


Strategy If you have the cash available, you may want to replace your 
aging coal or oil power plant with a new, cleaner gas power plant. (See the 
“Updating Your Power Source” sidebar earlier in this chapter.) 
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Nuclear 
Nuclear power becomes available in 1955. It has fairly extreme advantages 
and disadvantages—remember Chernobyl?—but there is a way to use a 
nuclear power plant in $SC3K with no risk at all (see “Strategy” below). 


Advantage A nuclear power plant produces a lot of electricity and gener- 
ates no pollution whatsoever— unless it melts down, in which case it will lay 
waste a large area. Fortunately, the chances of a meltdown are very low. 


Disadvantage To build a nuclear power plant, you'll spend more up-front 
capital than you would to build more traditional power plants. A nuclear 
plant costs $15,000. Compared to a coal power plant at $4,000 or a gas 
power plant at $2,000, that's a hefty price to pay. 

If a meltdown does occur, fires will ravage the nearby land. Little radia- 
tion symbols will litter a widespread area of now-radioactive tiles. You'll have 
to put out the fires, and you'll never again be able to build on the radioac- 
tive tiles. It's a pretty big mess. 


Strategy Some people consider this a cheat, but if you turn on the No 
Disasters option, your nuclear power plant will never melt down and you'll 
have a pollution-free source of energy with no risk. 


Wind 
Wind power plants (really just sophisticated, modern windmills) last forever 
and provide an inexpensive, risk-free, pollution-free source of power—but at 
a hidden price. 


Advantage Wind power plants, available beginning in 1980, are inex- 
pensive to build and maintain. They’ll produce pollution-free electricity that 
does absolutely no damage to the ecology and presents no risk. They never 
need to be replaced. Also, using them will show you to be politically correct. 


BUILDING A POWER PLANT 


Disadvantage First, let's talk about the unreliability of the wind: When 
there is insufficient wind to drive your wind power plants, they won't make 
much electricity and your Sims will experience brownouts. 

Also, while other power plants incur expenses through higher start-up 
and maintenance costs, and through the effects of pollution, wind power 
comes with other costs. You can place only one wind power plant per tile of 
land. That means you have to devote 125 tiles of land to wind power plants 
in order to generate the same power provided by the 16 tiles taken up by a 
nuclear power plant. 


Strategy If your goal is to build a small, ecologically sound city that does 
little damage to the resources and land, your best bet is to start with oil. Then 
you can change to (or augment that with) wind power when it becomes 
available. On the other hand, if your grand design involves building a very 
big city, forget about wind power plants—they take up too much land and 
don’t produce enough to provide your city's energy needs. 

Build wind power plants high on hills or in other areas where they can 
catch a good strong breeze. 


Solar 
Solar power plants, which become available in 1990, harness power from the 
sun without burning any fuel. Like wind power, solar creates no pollution, 
but the power these plants generate costs more than that produced by other 
sources. 


Advantage Solar power plants are very clean. Megawatt for megawatt, 
they take up less room than wind power plants, and they're safe. 


Disadvantage Every time clouds cover the sun, the sunlight necessary for 
a solar power plant is diminished, and your Sims will experience a brownout. 
Solar plants are expensive to build and maintain, and they produce less 
power than the other sources that take up the same amount of land. 
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Strategy The strategy here is similar to that of wind power. If your goal is 
to build a small city that does little damage to the resources and land, you 
can start with oil, and change to or augment that with wind when it 
becomes available. After 1990, you can add solar. If you build a large city, you 
can augment your power plant system with solar if you like. Just don't rely 
on it as your primary energy source. 

Build solar power plants in areas away from tall buildings and high hills 
to maximize the sunlight available to the plant. 


Microwave 

Microwave technology, which comes into play in 2020, involves an orbiting 
satellite that collects solar energy and beams it down to the microwave 
power plant, which then supplies the energy to your city. 


Advantage Microwave power plants are relatively inexpensive and clean 
and do not create pollution of the usual types. 


Disadvantage Microwave power plant technology is prone to some 
pretty unpleasant accidents: The microwave beam can miss the plant and hit 
nearby buildings instead, torching them. These missed transmissions will 
also result in a loss of power emanating from your microwave power plant, 
so your Sims will experience brownouts. 


Strategy Some people—adventurous people—will want to try out 
microwave power plants in SC3K. To those people, a few words of advice: 


DUILDING A POWER PLANT 


Don’t build a microwave power plant near your city’s center. Keep the thing 
far from buildings, roads, and parks. 

You can, if you don’t think it's cheating, turn on No Disasters to avoid 
accidents. Then your microwave source will at least be safe, if not entirely 
reliable. 


Fusion 

Fusion, which makes its appearance in 2050, is the much-anticipated replace- 
ment for nuclear fission. Through a process of combining atoms, fusion takes 
small amounts of hydrogen from water and makes it into helium and ener- 
gy. Fusion creates vast amounts of energy with very little waste. Unlike most 
other power plants, which often consume large amounts of costly fuel to 
make energy, a fusion power plant uses only small amounts of water as its fuel 
Source. 


Advantage Using a fusion power plant will provide your city with a 
highly productive source of electricity that produces no pollution. Fusion 
power plants aren’t as dangerous as microwave power plants, and they 
produce much more energy than any of the other power sources. 


Disadvantage Fusion power plants are unreliable; the Sims will experi- 
ence frequent brownouts. They are also very expensive to build. 


Strategy Because fusion power plants are not dangerous, you can build 
them closer to the city—even in the city. This will reduce stress on the power 
lines (it takes a lot of energy to make energy travel long distances over 
lengthy power lines) and thus minimize brownouts. 


Waste to Energy 
Waste to Energy recycling plants are not power plants in the strictest sense. 
Indeed, they are really specialized waste removal plants. They use some of 
the energy from the treated waste matter to power your city. Waste to Energy 
plants don’t produce much power, but every little bit counts, and when 
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garbage is becoming a problem you can use these treatment centers to bol- 
ster your power grid. 


Advantage Using a Waste to Energy plant produces power while reducing 
garbage, thus killing two birds with one stone. If you can afford one of these 
plants, it can only be an advantage. 


Disadvantage Waste to Energy plants are expensive, so any city that's not 
flush with cash might not be able to foot the bill. And despite the excep- 
tional ecological benefits, these high-tech plants don't produce enough juice 
to actually run a city‚ so don’t pin your hopes on powering your SimCity via 
its landfills. 


Strategy Once you can afford Waste to Energy plants and they've become 
available to you, place them around your city to ease your garbage burden 
and beef up the power grid. It can't hurt to have a few of these plants pro- 
viding some power redundancy while cleaning up your city. 


PLACING THE PLANT 
AND ITS POWER LINES 


Choosing a good location for your power plant is important. You probably 
wouldn't want to live near one—with its pollution and chances of acci- 
dents—and neither do your Sims. It's also important to consider the power 
lines that extend from the plant. What areas of the map will they cross? 


CHOOSING THE RIGHT LOCATION 


Find a location that is not at the center of the area you plan to develop for 
commercial or residential use. (It doesn't hurt to zone and build industrial 
areas near most types of power plants.) 
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By placing your power plant near a« 
(but not right at the edge), you'll I 
ffected by pollution or accident. _ 
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In general, you can't locate power sources on the edge of your landmass, 
and you should place them near enough to areas you plan to zone and 
develop so that the power lines are not overburdened. For tips on position- 
ing specific types of plants, refer to the “strategy” sections earlier in this 
chapter. And be sure to review Chapter 1's step-by-step instructions for build- 
ing and placing your power plant 


STRINGING THE POWER LINES 


Once your power plant is built and ready, you have to place the power lines 
that transmit electricity to zones and buildings. In fact, you can encourage 
quick growth of newly zoned areas by crisscrossing power lines through 
the area. 


Power is transmitted through developed areas—but you don’t always 
have to place power lines through developed areas, only between them. Power 
flows naturally among developed areas, and when you develop an area that 
has power lines in it, they will disappear. You'll then need to place power 
lines across any roads, waterways, and other buffers that lie between devel- 
oped areas— wherever it is necessary to maintain the connection to the 
power source. 


Power does not cross roads, railways, or highways. When a road or rail- 
way divides two zoned areas—as is often the case—you must connect the 
two zoned areas, crossing the road or railway with a single piece of power 
line. When a developed area lies right next to a power source, no connect- 
ing power lines are needed. 


If, for example, you've placed your nuclear power plant a good, safe dis- 
tance from your nearest zoned area, the power lines will have to stretch all 
the way from the power plant to the zoned area, and between all zoned areas 
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separated by buffers. But for a coal power plant that butts up against an 
industrial (or other) zoned area, you won't have to spend time and money 
placing power lines from the plant to the zoned area. 


Power doesn't cross water, either. When you're stringing power lines and 
you encounter a waterway, a dialog box will offer you the opportunity to 
build raised wires to cross the water. The cost of these elevated lines will 
depend on the width of the waterway. If you choose to go ahead and build 
them, click on Raised Wires in the dialog box. The raised wires will be strung 
across the waterway, suspended between two “ramps” of land. If you don't 
want the raised wires, click on None. 
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MANAGING YOUR 
POWER SYSTEM 


Your power system is one of the most fundamental aspects of your city, and 
as such, you'll want to manage it closely. The power system usually is not 
something you just put into place and forget. The Ticker will alert you when 
your aging power plant is about to fail. If you have several power sources and 
you want to know which one is going to blow, click on the Ticker's headline 
about a plant’s upcoming death and read the message that appears. It will 
tell you what type of power plant is nearing its death, and from there you 
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can use the Query tool on the individual plants of that type to figure out 
which one is oldest. 


DEALING WITH BROWNOUTS 


As your city grows, so does its need for power. Even with power plants that 
are not inclined to brownouts, your Sims might experience brownouts if the 
power plant is running over its capacity. Brownouts are indicated by flashes 
of red and yellow power bolts—just like the ones you see when you first 
place power lines, but more widespread. Sometimes large areas of the city 
will be flashing, indicating a far-reaching power outage. 


If you find that brownouts are occurring regularly in a given area, check 
the capacity at which your power plant is running. You may want to add 
another plant. 


CHAPTER 5 
TRANSPORTATION 


MY WAY OR THE HIGHWAY 


he Sims in your city rely on the transportation system vou 


build—it lets them move freely, going about their daily business 


Without an effective transportation system, your city might noi 


survive long, and it will never develop. A well-built transportation 
system can help reduce pollution in your city, but a poorly built on 
actually generates pollution. 


As is usual in SimCity, you get to set the agenda in building 
transit system. You may want to rely heavily on roads and highways, 


or you may want to encourage the use of public transit by providing: 


plenty of rail and subway stations and peppering your city with b 
depots. To help you plan, this chapter starts with an overview o 
‚transportation, followed by an examination of the kinds of trans 
portation available to you. Finally, we'll sltow you how to boost you 


economy by connecting to neighboring SimCities. 


A TRANSPORTATION OVERVIEW 


A TRANSPORTATION 
OVERVIEW 


The transportation system you build is composed of as many different parts 
as you wish—as long as you stay within the constraints of what's been 
invented at that point in history. In building your transportation system, 
you can draw from the following transit methods: 


TRANSIT METHOD YEAR INVENTED 
Roads 1900 
Trains 1900 
Subways 1910 
Buses 1920 
Highways 1950 


NI 3 TL Airports and seaports are no 


of your city transpo rn K: 


but rather to move travelers and goods into 
city. Airports and seaports are part of the c 
industrial developrnent of your city, and you ce 
about them in Chapter 10. 4 
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PLANNING PRIVATE AND 
PUBLIC TRANSIT 


As you lay out your city, remember that Sims will walk no more than three 
tiles in any direction to get access to transportation. They will walk to a road 
and drive from there, or they will walk as far as three tiles to a rail or subway 
station where they can get on board and ride. 


Be sure to plan a couple of steps ahead. Think as you go about where one 
sort of transportation will link with another. For example, when you're lay- 
ing down roads or other transit lines near water, consider whether you want 
to cross the water, and if so, how and where. 


If you're planning to install public transit, you'll want to place bus 
depots and subway stations near busy intersections to take some of the heat 
off the road system. 


USING PRIVATE TRANSIT 


Private transit means, in a nutshell, cars. Sims love to drive. To give your Sims 
the mobility they want, you'll have to build roads and eventually highways. 
Roads are pretty much required for a successful city in SC3K. There are, how- 
ever, two drawbacks to crisscrossing your city with asphalt: traffic jams and 
pollution. 


Ö sims love to drive so much that roads will fill to capacity and 
become inadequate. If you let the Sims drive around as much as they 
want, soon you'll find the need for roads exceeds the capacity of your 
road system. Building more roads won't fix this situation, however— 
Sims in cars will just crowd onto the new roads. Besides, roads take up 
valuable space in a densely crowded city. That space could be devoted 
instead to zoned areas that will increase the overall value of your city and 
raise your tax base. 
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ant to reduce traffic jams? Ho 
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encourage carpooling? 


Ö A lot of cars means a lot of pollution. Vehicles create pollution, 
and, as you know, pollution decreases residential desirability and begins 
the nasty downward spiral toward city failure. 


So here's your private-transit paradox: Sims want to drive everywhere, 
but they hate the effects of their own collective obsession with cars. 


USING PUPLIC TRANSIT 


Public transit in SC3K means trains, subways, and buses—all of which are 
administered by the city and designed to carry a lot of Sims together to their 
most frequented destinations. For both trains and subways, you have to 
build special transit routes (train tracks or subway tunnels). Buses, though, 
can run on the same roads and highways that your Sims use for automobiles. 


The major advantage in providing public transit is that large groups 
of Sims can move around your city without causing so much pollution. The 
big challenge for you as Mayor is to get them to use the public transit you 
provide. 


Ü 
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To create a truly balanced and sublime city, you'll have to use a mix of all 
forms of transit. Fortunately, this recipe isn’t set in stone, and you can adjust 
it to suit your preferences. Each form of transportation has its own set of 
advantages and disadvantages, as described in the following sections. 
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A WORD APOUT PRIDGES 


When vou build roads and highwavs and lav rail Hines, vou'll sometimes 
have to build bridges over waterwavs. SC3K chooses the tvpe of bridge for 
vou based on where the bridge is going. Fhe cost of a bridge depends on the 


width and length of the span, and other factors. 


Roads are the most expedient mode of transportation available in SC3K, 
especially at the beginning of a game. 


Cost Roads cost $10 per tile. Roads on hilly land cost the same as roads 
on flat land. The bridges and tunnels on your roads are built and charged 
separately. 


Roads have their own bua 
SC3K, apart from the othei 


Advantage Roads are the easiest and cheapest form of transportation 
available in SC3K. You'll never have a problem getting your Sims to use the 
roads you build. Who knows—maybe Maxis supplies each Sim with a 
Porsche and that's why they love to drive so much! 


Disadvantage While zipping around in their cars, Sims will complain 
at length about the crowded roads and pollution caused by their own 
driving. These problems will get worse as your city grows; yet you'll have an 
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increasingly tough time getting folks to use public transit instead of driving. 
(Sound familiar?) 


Strategy You can place roads on either flat land or hills. If you encounter 
a hill, you can build a tunnel, or you can allow your road to go up the slope 
at what the program considers to be the best angle and route. On some steep 
hillsides, you'll see ramps and gradations sometimes appear in order to 
smooth the road’s way. 

The first method for finding out the current state of any part of your road 
system is the most obvious—the roads are animated with moving cars, 
showing you at a glance how much usage the road is getting. This feature is 
much improved in SC3K—the cars actually go somewhere! They travel from 
point A to point B, and if they get stuck in traffic somewhere, you'll be able 
to see it. Very cool. You can get a much more accurate idea of how traffic 
congestion affects your Sims just by watching the roadways. 
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Crossing Water When youre laying down a road and you come to any 
kind of water, a dialog box offers you the option to build a bridge. The cost 
of a bridge depends on the width of the waterway you wish to cross, and the 
ubiquitous engineers of SimCity decide what bridge is the best choice for 
your situation. 


Running through Mountains You don’t have to run your roads up hill 
and down dale—you can blast a tunnel right through the hill to get to the 
other side. This has the advantage of leaving the hillside open for other 
development (although most other development will ultimately involve 


« 
ONES TRANSPORTATION: My WAY OR TUE HIGHWAY 


laying down a road anyway). Tunnels are not cheap, though. They cost $150 
per tile to build. Then, once they're built, each tunnel racks up an additional 
cost per year for maintenance. 
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UIGHWAYS 


Highways are, of course, just big roads that can handle the traffic of many 
more cars than regular roads. Highways are raised on pilings above your city, 
so they can pass over roads, rails, and power lines. You cannot, however, 
construct a highway over buildings. Nor can you place these structures 
under the highway once it's built. 


If you want to b zeil l 
rings already exdsi , 


make room. 


Cost Highways cost $600 per stretch. After building the highway itself, 
you'll have to add access ramps to allow your Sims to get on and off the 
highway. On- and off-ramps cost $75 per tile, and $225 a ramp. 


Advantage Obviously, highways move more cars than do roads. You 
know how your Sims love to drive, and they will fill those highways you 
build. Highways can cross over roads, rails, and power lines, so you can get 
quite a creative mix going in a small area. 


RAILS 


Rail systems consist of the rail lines themselves and the rail stations. 


Types OE TRANSPORTATION 


Disadvantage Building highways means you're allowing more cars; and 
more cars, of course, means more pollution. Also, Sims can get on and off 
highways only at the on-ramps, so you'll need to place ramps near heavy- 
traffic areas—not easy in a congested city. 


Strategy Highways take up a lot of land. When you decide to build a high- 
way, you will have planned ahead, allowing room for it (what foresight you 
havel). Or you'll need to free up land by bulldozing existing structures, to 
make room for the highway as well as its on-ramps. 


A highway bridge o1 
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Cost Railway tracks cost $10 per tile. Rail depots, which take up four tiles, 
cost $250 each. 

Keep in mind when you place a rail depot in an industrial area that the 
usual rule applies: For any area, access is available three tiles in any direction 
of the access point. And in this case the station, not the rail line, is the access 
point. 


Advantage The chief advantage of using rails in your transit system is 
their capacity to carry many Sims and lots of SimStuff without polluting 
your city. 

Rails don’t just carry Sims around the city—they also carry freight. 
Placing rails and train depots in industrial areas will encourage development. 
Rails connected to neighboring cities also improve your industry and 
increase chances for intercity trade. 
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Disadvantage Rail lines alone (not counting the stations) are more 
costly than roads. Access to rails is not broad and does not run the length of 
the rail line. You must provide rail depots (at $250 a pop) in addition to the 
rail lines, so your Sims can get on and off the trains. 


\ N m ause Sims can get on and off: 
5 | Î ee tiles of the rail depot, they’ 


the train anyway. 


Strategy When you start a new city, you probably won't want to include 
rails at first, mostly because of their cost. 

If you plan to use rails as part of your overall transit system, try to leave 
transit corridors open as you lay out the city so you can later fill those cor- 
ridors with tracks. Remember, also, to leave room for the depots—they are 
the actual access to your rail line. 


Crossing Water If you want your rail system to cross a waterway, you 
have two options: 


5) Use a rail bridge 


Ö Run the rail line through a subway tunnel under the water 


Running your rail line across a rail bridge is a relatively simple matter. 
When you're laying down track and you reach water, a dialog box offers you 
the option to build a rail bridge and tells you what it's going to cost. (The 
cost varies based on the length of the bridge.) If you want to go ahead, click 
on the Rail Bridge button. Otherwise, click on None and your track will end 
at the water’s edge. 


To run your rail line through a subway tunnel, connect the rail line to 
the underwater subway line with a subway-to-rail connection. 


TYPES OE TRANSPORTATION 
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SUPWAYS 


Subways, which are invented early in the twentieth century, provide your 
Sims with an efficient way to move around the city without pumping pol- 
lution into the air and without taking up valuable aboveground land. Be 
careful, though—subways can have a high price. Subway systems, like rail 
systems, include both the line itself and the stations where your Sims get on 
and off the subway line. 


Cost Subway tubes themselves cost $150 per tile. Each subway station costs 
an additional $500. 


Advantage Subways have a number of distinct advantages over roads and 
rails. Like a rail system, a subway system can transport large numbers of Sims 
(but not freight) without the pollution or congestion associated with roads. 
Unlike rail systems, however, subways take up little surface space—really just 
a single tile here and there for the subway station—so they're easier to add 
to existing cities and can be used to relieve traffic problems. 


Disadvantage The major disadvantage of building a subway system is the 
expense. At $150 per tile for the underground subway line, and $500 per 
(aboveground) station, the cost adds up fast. 


Strategy Subways require little early planning because they take up so little 
surface space. You need only make room aboveground in your existing city 
for the single-tile subway stations. The rest of the system is constructed 
underground, where it fits neatly in amongst the worms and dirt. 
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Crossing Water Crossing a waterway with your subway line is really easy. 
When you're placing the underground line and you reach water, just keep 
going. There is no additional cost for this. 


DUSES 


Buses are a part of the public transit system that allows more Sims to use 
your existing road system. Buses run on the roads and highways, and all you 
have to do to provide buses is place four-tile bus depots at strategic locations. 


Cost Each bus depot costs $150. A maintenance cost of $75 per bus depot 
is added each year to the cost of roads; this expense comes out of the Mass 
Transit budget. 


Advantage The biggest advantages to using buses are that they are easy to 
add and the Sims don’t mind riding them very much. You'll have a lot less 
trouble getting folks to use public buses than public subways and trains. 


Disadvantage Buses don’t have a lot of disadvantages. They do produce 
pollution, but very little compared to that produced by cars. 


Strategy Buses run on existing roads; you only have to provide the bus 
depots, and each depot takes only four tiles. To work to their best advantage, 
bus depots should be located in the busy sections of your city. You can either 
plan ahead for bus depots and leave four-tile blank spaces at strategic loca- 
tions, or you can exercise eminent domain by bulldozing existing buildings 
to make room. 
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CONNECTIONS TO 
YOUR NEIGHPORS 


It might not be immediately apparent, but your city doesn't exist in total iso- 

lation. It's part of SimNation, and it has neighboring SimCities—cities that í | 
are just waiting to share and trade with you. Along with the obvious bene- Î 
fits of trade, connecting to your neighboring cities is very good for business 


of all sorts. Ì Ì 


To connect to neighboring SimCities, you can simply run a road, high- 


way, or rail line in any direction from your city to the edge of the landmass. Ld 4 
You'll be given a choice of whether to build a connection or not, and you'll 
have to weigh the expense of the connection against the high value to com- 


merce and industry of trading with your neighbors. 


the road, highway, or rail line to mark the connection. If you choose not to 
build a connection, the road, highway, or rail line will simply end at the edge + 
of the land. 


) 


NK 


If you choose to build a connection, a green arrow appears at the end of í Î Ì 


MULTIPLE CONNECTIONS 
TO A NEIGHPOR 


In SfmCGity 2000, multiple connections to vour neighbors didn't improve 
your economy any more than one connection did, so it never made sense to 


have multiple connections. In SC3K, however, the more connections vou make (with highway, 


road, and rail), the more your city will benefit. This will be plain to see when droves of cars and 


trains are seen shuttlhing back and forth between vour citv and its neighbors. 


CHAPTER Ò 


WATER AND 
OGARP ACE 


ik TWO OE TUC ESSENTIALS 


etting water to your Sims is critically important to building 


thriving city. Getting sewage away from your Sims is equall 


crucial. Fortunately, one set of pipes does the trick for botl 
problems, so you won't be spending all your time laying pipes. And hej 
if your water system is up to snuff, you may even be able to make a f, 


bucks by selling services to a neighboring city. 


To stockpile and dispose of the garbage, you must zone landfill 
areas and build incinerators, but those facilities can be used t 
handle your neighboring cities’ refuse as well. Like your water utilitie 
garbage management can be a profitable business that can turn 
fledgling city into a megalopolis. This chapter gives you the fund 
mentals of handling both these SC3K essentials. 


MANAGING YOUR WATER SUPPLY 


MANAGING YOUR 
WATER SUPPLY 


When you start a new city, the landmass you're building on will include some 
bodies of water— maybe some lakes, a river, even an ocean coastline. The sub- 
terranean view of your developing city is a rich web of pipelines (assuming 
you've built them) just waiting to be connected to a water supply, so that 
fresh water is available to your Sims. Being able to see beneath your city and 
having to provide your city with water lends extra depth (pun intended) to 
the simulation. In this section, we'll cover pumping, piping, and treating 
water to make a constant supply of fresh water available to your Sims. 


Your city can survive—and even grow— without a water system, but it 
will never develop fully. To make its population really boom, every city 
needs water. 


You’ll need the answers to some very basic questions to get started on 
your water system, in particular: 


5) Are you working with fresh or salt water? 
5) Where can your pumps or plants go? 
After we've covered these fundamental issues, we'll discuss alternate 


ways of increasing the water supply—as well as the dangers posed by a water 
shortage. 
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ASSESSING THE WATER SUPPLY 


The first thing you need to know is whether your major source of water is 
fresh (from lakes or a river) or salt water (from the ocean or a saltwater bay), 
because they're managed a bit differently. If the source isn't immediately 
obvious, use the Query tool to click on the water body. An info box will tell 
you just what kind of water it is. 
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EE PuMpinG WATER TO YOUR CITY 


‘ In SC3K, you have to build the underground pipe structure yourself. (This is 
different from SimCity 2000, where the pipes were built automatically when 
a zone was developed). To build pipes, you simply click on the Utilities but- 
ton and then on the Water Pipes button. 


Most of the time the best strategy is to lay down pipes in an organized 
manner beneath your city’s zones. You'll need to have only one pipe travel- 
ing to each zoned area; use the blue and brown coloring to help figure out 
what's watered and what's not. 


« ® 
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Water Pumps 
In 1900 and for the early part of the twentieth century, pumps are your 
only option for managing water. Water pumps move fresh water quite effi- 
ciently. If you have a source of fresh water like a river or lake, and if you 
don’t let it get polluted, you can get by just fine with water pumps for many 
years. All you have to do is add more pumps and more connecting pipes as 
your city grows. 
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The amount of water supplied by a pump is proportional to the number 
of water tiles it's adjacent to. The more water is touching the land tile your 
water pump is on, the more water you'll pump. For every water tile that 
touches the tile holding the pump, you can add 12 tiles to the ones that are 
supported by that pump. 


Water Towers 
Water towers are less productive than water pumps. They pump water 
from underground water springs, which exist in all areas of the map. These 
towers can be placed anywhere. 


USING ALTERNATE SOURCES 
OE DRINKAPLE WATER 


Ás technology marches on, you'll get two additional ways to increase your 
drinkable water supply: desalinization plants and water treatment plants. 


Desalinization Plants 

After their invention is announced on the Ticker, desalinization plants 
enable you to finally get water from the ocean. These facilities remove the 
salt from salt water. They can provide twice as much water as an ordinary 
water pump placed next to one tile of fresh water, but they’re expensive: 
Desalinization plants cost $1,500 each. In terms of choosing a location, con- 
sider that every desalinization plant takes up four tiles, so make sure you 
allow enough room. 


| 
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HOW'S YOUR 
WATER PRESSURE? 


If vou're zoning lots of new arcas, you may notice that some of the areas 


under vour pipes turn from blue to brown—this means they're not getting 


the water they require. 

A water shortage has a number of potential solutions; the simplest and most obvious one is 
to build more water pumps. CHhis is actually vour only option early in the twentieth centurv, 
when water pumps and pipes are all you've got to work with.) You can also—if you re working 
with salt water and if desalinization has been invented—plop into place a desalinization plant 
or two. It mav also be that the long, hot summers are taxing vour water system to the hilt and 
vou need to put in some nifty water towers, 

Read on in this chapter for more info on desalinization and suggestions for maximizing 


water output. 


N By bunching a group of desalinization pla 
S__ you can minimize the power lines and pif 
the facilities going. 


Water Treatment Plants 
When water treatment plants are invented (close to the middle of the twen- 
tieth century), you'll read about it on the Ticker. Treatment plants treat waste 
water, reducing pollution. They cost $15,000 each. 


MANAGING YOUR WATER SUPPLY 


OTE You can also deal with stinky w a 
E ordinances. See Chapter 8. _— 
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Treatment plants need not be placed near a water source. You can put 
them anywhere, so disperse them around your map like police stations, 
putting them where they’Il do the most good. If your water becomes too pol- 
luted for your Sims’ tastes, you'll see messages in the Ticker telling you that 
something needs to be done about it. It's always a good idea to jump on pol- 
lution problems early rather than letting them get out of hand. 


WHAT CAUSES 
WATER SHORTAGES? 


From time to time you'll sce a message in the Ticker indicating that a water 
shortage is occurring (usually something like “Left out in the rain: Sims 
still too far from water”). Water shortages are not as great a disaster as floods, 
hut they do stunt vour citv's growth by inhibiting population densitv. 
Water supply mav run short because you have no water pumps, not enough water pumps, 
or plenty of pumps hut not enough connecting pipes underground. (That “not enough con- 
necting pipes” thing often happens if you've heen expanding your city for a while and torgot- EL 
ten to provide the newly developed areas with water.) 
Water shortages can also happen because of a long drv spell, or because you've had the good 


luck (or bad, depending on vour perspective) to huild vour citv in an arid climate. 
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MANAGING YOUR GARPAGE 


Garbage is the logical result of thousands upon thousands of Sims living 
their lives. Like humans, each SimCitizen produces a certain amount of 
garbage every day, and it can really add up in a hurry. That said (that garbage 
is a fact of life and not an option), here are a few ways in which you can 
manage the way your city handles its garbage: 


Ö ret the garbage stack up in landfills. 
Ö Burn the garbage in incinerators (available in the 19405). 


Ö Get out a bag of granola to munch on while you recycle the garbage 
(recycling becomes available in the 19705). 


5) Export garbage to a neighbor (this is usually expensive). See Chapter 7. 
Whatever path you choose, there can be some fairly significant implica- 


tions to your city. You need to be informed before you make these decisions, 
and this section does just that. 


LANDEILLS 


The easiest way to manage garbage (especially early in a game that starts in 
the year 1900) is to zone an area as landfill. If you fail to do this, it won't 
take long for the rubbish to start piling up on the street—and the Ticker 
becomes annoyingly persistent in telling you how bad the problem is. 


Landfills process garbage the “natural” way, which is to say not very well. 
They do, however, slowly biodegrade the garbage over time, so a rubbish- 
encrusted landfill won't remain as an eyesore in your city forever after 
you've reached the point where you can burn or recycle accumulated 
garbage. 


MANAGING YOUR GARBAGE 
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In terms of location, Sims understandably aren't crazy about living in or 
around a landfill site. For this reason alone you should place your landfill 
area somewhere near the edge of the map, where you weren't going to be 
doing much of anything anyway. It's important that you zone the landfill 
large enough to handle your city's current garbage-collection needs, as well 
as the growth of this requirement in the future. If you're thinking about 
making some money by importing a neighboring city’s refuse (and we think 
that's a good idea), you'll need an even bigger landfill site. Suffice it to say, 
it's a good idea to leave some room for expansion in case the city’s collection 
needs expand as well. 


areas near a landfill will natural 
d value, so pick an out-of-the-way p 


INCINERATORS 


By the 1940s, you'll be able to dispose of garbage by burning it in incinera- 
tors. This invention will come as a great relief if your landfills are already 
bursting at the seams. There are consequences to using incinerators, 
however (as with most things in life). Simply put, the more trash you burn, 
the more pollution is created—mostly because you're simply burning the 
garbage, and those slimy, black banana peels tend to make a lot of thick, 
sludgy smoke. 


WATER AND GARPAGE: TWO OF THE ESSENTIALS 


Usually a combination of landfills and incinerators is the best way to 
manage garbage until modern (and environmentally friendly) methods of 
trash disposal come along. 


If you've already zoned a large outlying area for a landfill, this is most 
likely the best location for your incinerators, as well—provided the area is 
powered. Remember that these incinerators are dirty and produce heaps of 
pollution, so you'll want them to be as far away as possible from the resi- 
dential and commercial areas of your city. 


WASTE TO ENERGY INCINERATORS 


These are not available until the 1980s, but they can be valuable resources. 
They have the ability to turn a garbage problem into a source of energy for 
your Sims to use (so they can produce more garbage, of course). Waste to 
Energy incinerators burn garbage in the same way a regular incinerator 
burns garbage, so these newer versions aren't actually any better for the envi- 
ronment. They are simply incinerators that have been retrofitted to reuse the 
heat energy from burned garbage and turn it into electricity. 


It's best to put these conversion incinerators in the same place as the 
garbage: near or in the landfill. You need only supply power and a roadway 
to make Waste to Energy plants effective. Like standard incinerators, these 
units are also big pollution producers, so you'll want them to be distant from 
the residential and commercial areas of your city. 
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RECYCLING CENTERS 


In the 1970s, you'll have the option to dispose of refuse in more produc- 
tive and environmentally friendly ways. The recycling center is fairly 
expensive, and can only handle a limited amount of garbage, but if pollu- 
tion and garbage are problems for your city, you'll simply have to build a 
few recycling plants. They will ultimately pay for themselves, so money 
spent on recycling is rarely lost. You can place recycling centers anywhere, 
but it's a good idea to put them near landfills so you can easily keep track 
of them. 
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THE HINER DETAILS 
OE MANAGING 

A CITY 


art 3 of this book takes you through the finer details of 


managing a Sim City. These include managing your money and 


taxes, passing ordinances, building the city’s infrastructure, 
making the most of Rewards and Opportunities, and even handling the 


disasters that befall your city and its population. 


This is the real meat of the book—Chapters 7 through 13 contain 
the keys to the city. Here you’ll see how to go from being an average 
leader to a truly awesome, rock ‘n’ roll Mayor. Whether you’re looking 
to shore up your knowledge about taxation and property values, or 
wondering how to deal with those pesky UFOs that keep buzzing around 


your city, Part 3 has the answer for you. 


CHAPTER 7 
MONEY AND TRADE 


CASH CONSIDERATIONS 


n SimCity 3000, money makes things happen. You'll start an 


game with a set amount of funds, depending on the level of di 


culty you select for that game. As your city progresses, you'll have 


establish an income and then balance spending against that incom 


Everything you develop in SC3K costs money. You not only pay fí 
zoning and building, but often for maintenance as well. Your ongoin 
expenses will include such things as upkeep for educational facilitie 
supporting police and fire departments, keeping roads and bridg 


repaired, and so on. 


This chapter walks you through your major income sources: taxe | 
borrowing, trading with your neighbors, and lucrative business deals 
Then you'll learn how to budget for the city’s expenses. By the tì 
you're through, you’ll have your MBA in SC3K. 
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WORKING WITH THE BUDGET 


The Mayor has no shortage of help in handling the city’s budget. SC3K offers 
plenty of tools and advice. 


In the all-important Budget window, you'll handle the adjustments to 
your city’s income and outgo. You can see the Budget window whenever you 
need it by clicking the Budget button (the one with the stack of money icon) 
in the Change Settings & Exit menu. 


The Budget window allows you to manage the following aspects of your 
city's income and spending: 


Ö Property taxes (from residential, commercial, and industrial zones) 
5) Loans 

Police department funding 

Fire department funding 

Health and welfare appropriations 


Education funding 


OO OO 


Transit authority allocations 


You can also monitor income and expenses derived from trade and busi- 
ness deals, although you cannot directly affect these through the Budget 
window. See “Trading with Your Neighbors” and “Making Business Deals” 
later in the chapter. 
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GETTING YOUR BUDGET | 


In the lower-left corner of your screen, you can see a date that represents the 
current month and year of your game’s timeline. In the regular course of 
events, a Budget box will appear on screen every January 1—unless you have 
the Auto-Budget box checked. We recommend, however, that you not use 
Auto-Budget right away. Look at your budget every year until you have a 
firm grasp on the flow of your city's money. 


AVOID BUDGET REVIEWS 
WITH AUTO-PUDGEI 


When vou're ready, you can use SC3K’s Auto-Budget teature to avord 

the task of divvving things up every vear. Click on the Preterences 

button to turn on Auto-Budget, and SC3K will renew the budget everv vear without 
bothering vou. A word of caution: Auto-Budget doesn't make judgment calls but simply 
maintains the current budget numbers. You should still keep track of income and spend- 

{ ing so vou won't run vour citv into debt or financial ruin. You can click on the Budget 


button to see the Budget window anv old time, even if vou have Auto Budget turned on 


8 
B GETTING ADVICE 


Whenever you need information and advice about public opinion and the 
% various aspects of running your city, you can consult your Advisors. To sum- 
mon an Advisor, click on the Meet button on the main toolbar. You'll get a 
choice of seven Advisors. 


” 
WORKING WITH THE BUDGET : 


For example, if you've reduced funding to a dangerous level in any given 
area, the Advisor for that area might issue a stern warning which you'll see 
either in the Ticker or as a result of clicking on the appropriate Advisor’s pic- 
ture. The Advisors will also sometimes convey your Sims’ wishes for addi- 
tional services, or suggest ways you can boost your popularity. 


É R | a T E Although the Advisors in SC3 
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VIEWING AND ADJUSTING 
DUDGET ITEMS 


You can see the year-to-date history of funding for any area, and its project- 
ed budget for the rest of the year, by clicking on the Expenditures button in 
the Budget window. 


In addition, the Budget window contains slide bars for you to adjust, 
“on-the-fly,” the levels of funding as needed for the city’s public health, edu- 
cation, police and fire, roads, and mass transit. You may, for example, decide 
to cut funding to one or another city service as an emergency cost-saving 
measure. 
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As we've been saying, all this great stuff you can do in SC3K costs SimMoney 
(Simoleons). You start with a set amount of cash at the beginning of the 
game, but if you don't have income, that money will dwindle away in no 
time flat. Establishing an income in SC3K is an essential part of the game. To 
do it, you can assess taxes, you can set up business or trade deals, and you 
can borrow. 


t ESTAPLISHING TAA RATES 


Taxing is your most important income source. Taxes are levied on each 
type of zone: industrial, residential, and commercial. There are two general 
ways to maximize your tax base: 


5) By raising or lowering the tax rate and by maximizing land values, you 
can control the income generated by the property tax, which taxes all 
zoned and developed land in the city. 


Ö By raising or lowering the tax rate for individual zone types, you can 
more specifically control the income generated by each area. 


UNDERSTANDING PROPERTY TAAES 


LSTAPLTS EINER A kml ATGS 


ft+Alt+C and then voet } je eal 
Ì 185, TRES, zoning, trans 


Ì is 


Because much of your income in SC3K comes from property taxes, it's 
important to understand how the tax system works as it pertains to land 
value. Let's take a look at the ins and outs of property taxes and how they re 
affected by land values. 


Getting Land Values Up 


Keep in mind that taxing occurs on a percentage basis, and that your major 
source of income is from property taxes. You'll gain greater income by tax- 
ing land that is worth $150,000 at 7% (you'd get $10,500) than you will by 
taxing land that is worth $75,000 at 10% (yielding $7,500). Always remem- 
ber that if your land values are high, you can tax at a lower percentage and 
still get more income. 


Following this guideline has an additional advantage: Sims are happy 
when they pay lower taxes and happier still when they get more for their 
buck. High land values mean not only that the Sims’ homes and businesses 
are worth more, but also that city services are better, commerce and indus- 
try are strong, employment is high, and crime is low. 


The bottom line here is that to provide a good, strong tax base for your 
city, you want to get land values as high as possible and keep them there. 
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Setting Property Tax Rates 
The general percentage rate for property taxes is controlled in the Budget 
box under the headings Residential Tax Rate, Commercial Tax Rate, and 
Industrial Tax Rate. When SC3K starts a new game, it sets the tax rate at 7%. 
This is a nice, conservative rate that will bring in some revenues but will not 
alienate the Sims. (Changing the tax rates is easy—just click on the up or 
down arrow next to the text box containing the percentage). 


SOME NOTES ON STRATEGY 


HM vou increase the tax rate too much, the Sims will show their displeasure 


| 
bv moving their homes and businesses out of towat. We've found that Sims 
reach the limit of their taxation tolerance at about 9%. You d think, tol 
lowing the logic of this, that setting the tax rate to 0% would be a big boon 
to vour citv‚, but it doesn't work that wav. HF vou tower the tax rate substanttallv and a lot ol 
Sims move in, thev tend to be somewhat transient and unstable, bringing with them excep 
tional crime rates. And lowering the tax rate too tar while trving to keep up services is obviously | 
a recipe tor bankruptev. Onlv if vou have a pile of monev at vour disposal—oh, sav, a million | 
bucks orso—will vou be able to turn the tax rate down to just about nothing, keep the level ol 
services up, and let the citv live off its savings fora while. | 
So, generallv speaking, the safety zone for property taxation seems to be between 6% and 
9. However, witlt some quick clicking, vou might pull a taxation trick to rake in some extra 
vi cash without alarming the citizenrv. Todo this, vou can raise taxes wav up foroneor two months 


ontv,and then lower them back to their original level. A short burst of high taves usually won t 


j cause a mass exodus trom vour StmCitv. 


ESTA DEWS HIN CREM A TES 


The fastest way to kill 
| taxes to 20% and cut ci 
out in droves. 
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Now let's take a look at the three tax categories. 


GETTING TAA RATES PY ZONE 


In the beginning of a game, your tax rates are set at 7% across the board for 
each type of zoned property. You can follow the game's default setup and set 
a single rate for all three types of property, or you can delve further into the 
tax-rate structure and establish different rates for each kind of property: res- 
idential, industrial, and commercial. 


To encourage the building of residential areas (to increase your popula- 
tion, for example), you could lower the residential rate to 5% or 6%. If you 
simultaneously raised the industrial rate to 8% or 9%, you would discourage 
industry somewhat, which would lessen pollution. 


In the Budget window, you'll see how your changes to specific tax rates 
affect your overall bottom line. 


In SimCity 2000, taxes 
| the current year, so you 
cember 31 and collect a year’s w 
ut upsetting your Sims for an enti 
er the case in SC3K, so don’t both 2 
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ADJUSTING TAA 
RATES WITH SAVVY 


Fhe default for the any tax rate is 7%. You can set the tax rate as Tow as 00% 
or as high as 20%, but beware of the consequences: Setting an industrv's 
tax rate to 20% will chase that industrv (or business, or resident) right out of vour citv. In some 
cases, this may be a good thing. When reducing pollution is vaur goal, for example, vou might 
want to place a high tax rate overall for industry but encourage biotech or electronic industries 


bv giving them tax breaks through ordinances. 


Industrial Taxes 
As mentioned, you can set tax rates for individual types of zones. This has 
the double advantage of allowing you to control revenue and encourage or 
discourage development of industry. 


So if you want to reduce the amount of industry or industrial demand in 
t your city, raising industrial taxes is a fairly safe way to cut back. Industry 
{ doesn't like high taxes any more than any other segment, so those busi- 
nesses will be discouraged if you raise taxes too much. Likewise, decreasing 
Í taxes is a sure-fire way to get industry coming back in droves. 


hal Residential Taxes 
Ë Residential taxes are really your bread and butter. After all, SimResidents 
= need somewhere to live, so it stands to reason that your residential taxes will 
be a very important part of your income, especially when your city grows. 


Ess Amien Cole [EA TiS 


Once your city reaches a population of over 100,000 Sims, you'll notice 
that your income starts to improve considerably. You can improve this even 
more by making your residential property values higher. To do this, have 
some high-density Residential zones in desirable locations (by water, for 
instance). This will help to increase the land values and the revenues you 


collect as a result. | Î Ï 


D 
EI VIEWING DEMAND 
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Betore vou start fiddling with the industrial tax rate (or the rates for 


commercial and residential areas, as well), vou might want to gather some 
intelligence. To find out what's in demand at anv given time, open the City | Î 
Industry window and click on the Demand button. A bar graph in the 


Demand indicator will show you the current rate of demand for industry in vour city. 


[he Demand bar graph is a handy tool for determining the needs of vour citv, allowing vou 


to make choices that have long- and short-range impact on development. 


The commercial tax rate also starts out at 7%, but early in the game it's not 
a bad idea to lower it a point or two to encourage development of commer- 


Commercial Taxes hj E 


cial zones. Early in a game, especially games started in 1900, commercial tk 8 
demand will be relatively low, so lowering the tax rate can improve that. 
However, later on in the game (past the 19505) the demand for commercial p 


areas picks up quickly. As this happens, you may want to actually raise the 
commercial tax rate in order to slow the growth a little, while squeezing a 
little more money out of those zones. 
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PORROWING 


Let's say you've developed a beautiful, burgeoning city. Now the Ticker's 
announcing the upcoming death of your power plant, and you realize your 
city’s perfect in every respect except this: You've spent all its money. 


You can, if you really, really want to, borrow the cash by getting a loan. 
Loans are accessed through the Expenditures side of the Budget window. 
Click on the Loans button (another stack of money) to get access to the 
Loans window. 


But before you start clicking that Loans button … 


u? 
Ì THE PRICE OF LOANS 


You can borrow in increments of $5,000, in total loan sizes of up to $25,000 
at a time. The borrowing ceiling for the game is $250,000, but let's hope you 
don't get yourself into a situation where you'll be needing that much! 


The interest rate on loans is roughly 115%, so a $5,000. loan will cost 
you $6,000. in interest! In other words, just like in real life, when you bor- 
row money, you'll have to pay back the entire amount you borrowed plus 
interest. SC3K accommodatingly calculates your payments and automatical- 
ly deducts them from your budget over a 10-year amortization period. 


Als It’s very easy to get into ‚n 
| \ \ dl you’re borrowing money tt 
a c wid try to grow your tax base. 

X 1 too early in the game, you’ 

ut wp boron more money just to pa 

If this happens, you and your city 
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Make This Decision with Care! 
Only consider issuing a loan to finance a part of your city that will generate 
tax revenue in the future, like a small airport; or to get over what is really 
and truly a ternporary economic hurdle. Because you must repay a loan with 
interest, it's going to be a big drain on your future tax revenue. This is only 
worthwhile if the loan is financing something that will generate more tax 
revenue than it drains away. 


Ás a rule of thumb, we discourage taking loans. They're just the kind of 
things that can lure you into a downward economic spiral that will bank- 
rupt and eventually kill off your city. 


But if you're confident of your strategy and have decided to disregard our 
warnings about the evils of borrowing, you can take out a loan from the 
Budget window. Click on the Loans button, and in the Loans box you can 
review any loans you've taken in the past along with your payment history. 
If you still think it's wise, take out that loan and put it to careful use. 


TRADING WITH YOUR 
NEIGHP ORS 


Trading is new to SC3K, and it takes the game to a whole new level. We think 
it's very cool, and no doubt your bottom line will love it, too— you can make 
really good money selling services. 


Every city you mayor has four other cities bordering on the four sides of 
your map. In SC3K, you can do a lot more than just connect to those neigh- 
boring cities; you have the opportunity for true interaction. 


You can trade in one of three commodities: water, garbage disposal, and 
power. Although you can't initiate deals with other Mayors, you can signal 
them that you're ready to talk by connecting to their cities with water pipes, 
power lines, and roads/railways. 
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Once you're connected, we suggest you just sit back and watch the Ticker f 
for an offer from one of the other cities in the SimNation. 


1 TRADING WATER 


mi In order to trade water with a neighbor, you must first connect a water pipe 
ke to the edge of the map and pay the rather hefty $2,000 connection price tag. 
| Once you're linked, wait for a neighbor to propose a deal. A neighbor can 
ask to buy water from you, or they can ask to sell water to you. 


Strategy If you're producing a lot of extra water, you could make a tidy 
sum selling your excess to a neighbor. The only catch is that you must work 
hard to keep your water production up—you'll be producing not only for 
your neighbor, but also for your own growing city. 
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B TRADING GARBAGE 


To get a garbage deal on the table you'll need to establish a road or rail link 
* to your neighbor. Both of these options will cost you $2,500. Not a cheap 
proposition—but when you look at the long-term revenue a good garbage 
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deal can bring in, it's well worth it. On the other hand, if you're wanting to 
get rid of your garbage, we must warn you, it's an expensive proposition. But 

if you have the money and a neighbor proposes a deal to take your garbage, 
why not? 


a neighbor is like free money. If you have a large map, you need only zone 


Strategy As far as we're concerned , getting a deal to take in garbage from : Î i 
some large landfill sites and build roads to them, and your neighbor will ship 


the garbage in. They'll even pay you handsomely for taking it off their Id 
hands. Sure, it lowers surrounding property values and increases pollution. 

But by the time those issues become big issues, the technology will be avail- E3 ” 
able to make recycling depots, incinerators, and Waste to Energy plants. Ì 


) 


(5 NECESSITY IS TUE 


MOTHER OF INVENTION 


[f vou wantto get a deal going with a neighbor, make a connection and then 


increase vour capacity to produce water or electricity, or to process trash. 
Some neighbor is bound to take notice. Having excess capacity in any of these services sends à 
clear message that vou're willing to deal. And the reverse is true as well: If you're having 
trouble producing enough of anvthing and connections are in place, your neighbors will come 


forward to take away vour problems, and your monev. 


d 
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TRADING POWER 


Trading power is also an excellent way to make money (if you're selling 
power) or to reduce pollution (if you're buying power). The problem with sell- 
ing power is that your city’s own need for it will grow—sometimes without 
your even zoning new areas. So you must have a genuine surplus with room 
to spare if you can hope to keep up with the power demands of your neigh- 
bors and your own city. 


Strategy We've found that the best advantages to dealing in power start 
coming after the high-output power plants (such as fusion reactors) become 
available. These plants are expensive, but they generate plenty of extra power 
and can easily create a nice surplus for you to sell to a needy neighbor. 

Of course, any time your city needs power but can't afford the high cost 
of building a new plant, make your connection to your neighbor and watch 
for a good deal on the cost of buying the power month by month. It may be 
a good idea to go ahead and get it that way. 


| r it Selling power in a gai 
Ned oil plants are availa 
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U MAKING DUSINESS DEALS 


There is yet another way to make money in SC3K: business deals. From time 
to time you will be offered special structures like a Casino, a MegaMall, or a 
Toxic Waste Factory. Building these will cost you money up front, but you'll 
be paid a monthly dividend for having them in your city. This can be a 
decent way to fill the coffers, but these business deals are not without their 
drawbacks. 


« ® 
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DUDGETING YOUR CATWES EAPENGES 


Obviously, a Toxic Waste Factory is going to reduce land values around 
it, and a Casino is bound to bring more crime (like the Legalized Gambling 
Ordinance; see Chapter 8). Are these annoyances worth the extra income 
from the monthly fees? Unfortunately the answer isn't always clear; it 
depends on the state and layout of your current city. For example, if you 
already have a large area with several prisons, how much could it hurt to put í 
the Maximum Security Prison in there with the rest and still make a few Ì j 
bucks? On the other hand, if land is scarce and values are high, you'd be bet- 
ter off skipping the prison idea altogether. Ì Í 


A WORD APOUT 
TRANSIT FARES 


Fransit fares are a small part of your total budget, yet they can help to oft- 
set some of the cash outlav for subwav lines and bus stops. There's nothing 
reallv for vou to adjust in this part of the Budget window, but it's there nonetheless, and it can 
be used as an indication of how well vour Sims are taking to the transit system. If vou notice 
revenue going up even though you haven't expanded the system, then vou can be fairly sure 


that vour Sims are becoming more accustomed to riding the buses and subwav. 


PUDGETING YOUR tn 
CITY'S EAPENSES : 


Although it's not glamorous, budgeting for your city's expenses is a major 
part of your challenge as Mayor. Don't neglect your city's finances; the 
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Budget box is a treasure chest of tools for controlling your city's growth and 
maximizing your ability to achieve the goals you've set. 


Take some time to play around with budget settings. (You might want to 
save your city before you experiment, and then run the simulation with dif- 
ferent settings to see the effects on growth and development.) We've found, 
for example, that setting the tax rate for commercial zones to 4% or 5% early 
in a game that starts in 1900 can contribute to urban growth. 


For some help setting the budget, check out the following sections for 
information on the specific costs of maintaining your city's infrastructure. 
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LIRE DEPARTMENT 


In the Fire Department's line of the Budget window, you can specify 
the allocation for your city’s firefighting services. Maintaining a high 
level of funding here will help prevent fires and allow you to respond to 
emergencies. 


If you are playing with No Disasters 
reduce the Fire Department budget 


Funding for one fire station costs $360 per year; that amount times the 
number of fire stations in your city will be deducted from your total cash 
every January. 


DUDGETIN Gel OUR Cr BAPE HGES 


If you're looking for a place to cut funding in exchange for risks, this 
expensive service is where you should start. Of course, by cutting the fire 
department's money you'll be increasing the risks of fire destroying major 
portions of your city. As mentioned above, you can simply turn Disasters off, 
but playing the game “for real” means accepting the risk that comes with 
cutting fire department funding. For example, if you have a large city with 
six fire stations, at $360 each per year, cutting off their support for a year 
could save you $2,160. This money could be the difference between paying 
off a loan or having to take out another loan to make your previous loan’s 


payments. 


MASS TRANSIT 


The funding level you set in the Mass Transit line will be distributed to main- 
tain the elements of your mass transportation system: 


5) Rails 
5) Highways 
5) Subways 


If you don’t adequately fund your mass transportation system, you'll see 
it fall into disrepair. And a crumbling transit system will adversely affect 
commerce and commutes in your city. Keeping this budget up to snuff 
becomes increasingly important as your city grows and transportation issues 
become more urgent. If your roads are already clogged and SimCitizens are 
finally starting to get the hang of mass transit, leave well enough alone. An 
underfunded and nonfunctional subway line won't do you any favors. 
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POLICE 


In the Police Department line of the Budget box, you set the funding level 
for your city’s police. Maintaining a healthy budget level for police will keep 
crime down. 


Funding for police stations works similarly to fire stations. One police 
station is $360 per year; that amount times the number of police stations in 
your city will be deducted from your total cash in the annual budget review 
every January. 


If you choose to underfund your police department, you'll see 
several negative results. You risk unrest within the department in the form 
of strikes and general complaints, but you'll also see a rise in crime that will 
definitely affect your land values. For these reasons, it's usually a good idea 
to keep your police department fairly well supported, removing funds only 
when it's absolutely necessary. 


To change funding leve 
= Oor Health & Welfare, « 


PUBLIC HEALTH 


Set the percentage for your city’s hospital funding in the Public Health Budget 
window line. Maintaining a high appropriation for Health & Welfare will 
help keep the folks in your city healthy, and if you fund this area at 100% for 
several decades, you'll see a rise in life expectancy among your Sims. 


One hospital costs $50 per month to fund; that amount times 12, times 
the number of hospitals in your city will be deducted from your total cash 
every January. Public Health is another area where you can cut funding for 
short periods of time to save money, but a low budget allocation over time will 
eventually catch up to you in the form of generally unhappy, unhealthy 
citizens. 
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ROADS 


Roads have a separate budget in SC3K to reflect the importance of roadways 
to Sims and their cars. The amount of money roads will cost you depends 
not just on the number of roadways but also on the amount of use and 
abuse they take, as well. The complexity of the roadway systems is also a 
factor. Roads usually aren't a huge part of your budgetary worries, so it's best 
not to fiddle with the funding for your roads. If you cut spending, areas of 
your roadways will fall into disrepair and become useless to you and your 
Sims. We recommend that you keep up your road budget, and keep those 
Sims happy driving their cars. 


ON OLS ANDEEDUC ATION 


The funding you set in the Education line of the Budget box will be distrib- 
uted among the schools and colleges in your city. The lesson here is straight 
from real life: If you don’t adequately support schools and colleges, your 
Sims and their children will not receive the education and training needed 
for the development of technology and enterprise. 


The allocation for one school is $30 per month; that amount times 12, 
times the number of schools in your city, will be deducted from total cash 
every January. A college costs $125 per month, and the calculation is the 
same for a school: $125 times 12, times the number of colleges in the city, 
deducted in January. 


Museums and libraries also fall into the education budget. Museums run 
$75/month and libraries will set you back $50/month. 


Ás you can see, having a vigorous and well-supported school system will 
be expensive for larger cities. You can cut back on this budget if you need 
money for the short-term, but after a while the lack of education will increase 
crime, diminish Sims’ happiness, and discourage high-tech industry. 


ke 
…& 


CHAPTER Ö 


ORDINANCES 


THE RULE Ok LAW 


s Mayor, you can pass a variety of city ordinances that have 


| 


an effect on life in your city. For example, you can pass la 


discouraging smoking or driving, or you can raise si 


amounts of revenue through legalized gambling. 


In the City Ordinances window you'll see the total current estima 
ed cost for all the ordinances you've passed, and you'll notice that 
most ordinances do not involve particularly large sums of mon 
However, the actual expense associated with city ordinances vari 


and isn't known beforehand, just as in real life. In fact, how much « 


given ordinance will cost/net you depends on many factors, kema 
city size and type of infrastructure. 


Six advisors and a city planner implement your ordinances for vork 
The ordinances are divided up into seven corresponding window: 
according to who is in charge of them. This chapter discusses ead 
of the windows in turn, assessing the impact of the laws in tha 
category. 


CITY PLANNER 


CITY PLANNER 


The city planning ordinances are catch-all bylaws that will help your city 
deal with everything from homelessness to earthquakes. These are some 
of the more important ordinances in SC3K, so they'll require your careful 
consideration. 


L Depending on what vea _yot 


city in, you’ll notice that sc 
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ng them to your attention. Check out the 
hen a new ordinance has been offered up. 


AEROSPACE TAA INCENTIVE 


The Aerospace Tax Incentive ordinance encourages high-tech aerospace 
companies to set up shop in your city. The aerospace industries are clean and 
can (in the long run) replace the toxin-producing industries that have been 
in your city since day one. 


BIOTECH TAA INCENTIVE 


The Biotech Tax Incentive ordinance encourages biotech companies to set 
up shop in your city. Like the aerospace industries, the biotech industries are 
clean and can (in the long run) replace the toxin-producing industries that 
have been in your city since day one. 
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CLEAN INDUSTRY ASSOCIATION 


Pass thís ordinance to compel industry to reduce the pollution it creates in 
your city. This will discourage industry somewhat, but may make the Sims 
living in your city happier. The cost of this ordinance can rise quickly— 
you'll want to monitor its financial drain. 


CONSERVATION CORPS 


Pass this ordinance to help clean up the amount of garbage produced by 
industry and commerce. This will get your Sims out in force picking up lit- 
ter all around your city, and as an added bonus it can even lower crime by 
giving the city’'s youth something to keep them busy. 


CARTHQUAKE RESISTANCE 
AND RETRO-EITTING 


This ordinance requires that all buildings be retrofitted for the eventuality 
of an earthquake. It also requires that all new buildings have earthquake- 
resistant construction. It may seem like a lot of work, but if you're hit with 
an earthquake in the center of your city‚ you can save thousands of dollars 
in repairs by being prepared. 


CLECTRONICS JOB LAIR 


This ordinance will cost you money (based on population) but it will also 
help to increase the clean-industry base in your city. If pollution is a prob- 
lem for you, and you have enough money, this is yet another way to deal 
with the problem. 


CITY PLANNER 


ELECTRONICS TAA INCENTIVE 


If you want to move toward a more high-tech, nonpolluting industry base, 
then this ordinance is just what the doctor ordered. By lowering the taxes 
for electronics companies you'll be encouraging them to flock to your city 
and bolster your industrial base without increasing pollution. 


LARMER’S MARKET 


This ordinance actually costs you nothing, and its effects are positive, so we 
recommend that you enact it. When you enact this ordinance a parcel of 
land is set aside for farmers to sell their goods to the Sims of your town. It 
improves farm development and makes your Sims happier too. 


DOMELESS SHELTERS 


Passing the Homeless Shelters ordinance will provide the less fortunate Sims 
in your city with places to live. This will increase the number of residents in 
your city and will make it possible for those Sims to get jobs, increasing the 
available workforce and slightly raising land values. 


INDUSTRIAL POLLUTANT IMPACT FEE 


This is a way to not only discourage polluting industry but also to drive it 
out of your city. By charging a fee to industries that create pollution, you'll 
raise money and annoy some of the industries enough that they may leave 
your city and not return. This can be good if you're trying to lower pollution 
and you have a solid clean industrial base, but if you don’t, beware. 
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PUBLIC ACCESS CAPLE 


As with the tax incentives for clean industry, this ordinance will also encour- 
age high-tech industry to settle in your town. It sets up facilities for the local 
media, making media companies more likely to see your city as a place with 
a solid base of Sims with telecommunications backgrounds and thus set up 
in shop. 


1 TOURIST PROMOTION 


& Pass this ordinance, and you'll launch a campaign of advertising outside 

. your city to attract visitors. This will benefit commerce and the tourism 

h industry. You should have something for the tourists to see, like museums or 
large parks. 


J/ Lots of tourists will clog 
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k ENVIRONMENTAL ADVISOR 


These ordinances help to reduce pollution of all kinds, from garbage to 
smog. Unfortunately, most of these ordinances will cost you, but hey, that's 
the price of being successful. 


Ee d DACKYARD COMPOSTING 
« 


If you need to reduce the amount of garbage your city's producing, this is an 
excellent ordinance. It schools your Sims on how to compost their 
biodegradable garbage in their own backyards, thus removing some of the 
burden from your landfill sites. 


ENVIRONMENTAL ADVISOR 


CLEAN AIR 


Although it's unclear exactly how this ordinance works, it is clear that it 
cleans up the air in some way by reducing pollutants produced by the city 
in general. You're likely to hear a lot of complaining from the industrial areas 
of your city when you enact this one. 


INDUSTRIAL WASTE DISPOSAL TAX 


This ordinance brings revenue into your treasury every year from both com- 
mercial and industrial sites, but it's not without its problems. The Industrial 
Waste Disposal Tax imposes a flat tax on all businesses, regardless of how 
much garbage they produce, so a small store will pay the same amount as a 
megacompany for producing 1/100th the garbage. If you use this ordinance, 
be prepared to hear about it on the Ticker. 


LANDEILL GAS RECOVERY 


This ordinance is very environmentally friendly. Remember all those land- 
fills you've been adding to over the years? You can now have your city’s engi- 
neers extract the natural gas that's produced by the decomposing garbage in 
the landfills! This is a worthwhile way to get energy, but like anything, it 
costs money to make it happen. 


LAWN CHEMICALS PAN 


This ordinance is designed to protect the groundwater supplies from toxic 
contaminants used in the care of lawns. Sims like to have their lawns plush, 
green, and pristine, so you'll need to use this bylaw to ensure that they don't 
destroy the water supply. 
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LEAF PURNING PAN 


This ordinance cuts down on the obvious air pollution that burning leaves 
can create, and it also reduces fire risks throughout the city. This is a smart 
ordinance to put your money in if you've been remiss in setting up an ade- 
quate fire system. 


MANDATORY CAR SMOGGING 


This ordinance requires that all cars meet minimum smog requirements 
much like those in the state of California. The costs of this ordinance are 
associated with the infrastructure necessary to check all the Sim cars for the 
proper modifications. 


PAPER REDUCTION ACT 


This ordinance will reduce the amount of paper garbage that's created by the 
commercial and industrial sectors of your city. It's humorous to note that 
Sims must submit a 50-page typed report every time their business exceeds 
the previous month's paper usage by 10%. Now that's bureaucracy. 


TIRE RECYCLING 


If you like irony, you'll like this ordinance. Basically, this requires that 
old tires get shredded and used in asphalt to resurface the roads they once 
treaded upon. This will help to reduce the strain on your landfill sites. 


PR TRASH PRESORT 


This ordinance is not necessary until you've reached the point where you 
can use recycling centers. However, once recycling is available, this is a great 
way for you to improve the recycling centers’ performance. 
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FINANCE ADVISOR 


In the Finance Advisor section of the City Ordinances window you get to 
pass Legalized Gambling, the only ordinance that nets your treasury money 
yet costs your city nothing to implement. It may, however, have hidden 
costs, as noted below. 


LEGALIZED GAMPLING 


Pass this one, and legalized gambling may bring extra money into the city. 

The estimated income to the city will be reflected in the total shown at the 

bottom of the City Ordinances window. But watch out: Legalized gambling 

brings higher crime rates with it, meaning that you'll have to pay for extra 
police services. It’s been our experience that legalized gambling is usually not 

worth the headaches caused by the increase in social problems associated 
with gambling. However, if you need a quick source of income for a few 
years, this may be the way to get it. 


HEALTH, EDUCATION, 
AND AURA ADVISOR 


The ordinances included in Health, Education, and Aura can help to create 
the high quality of life your Sims always want. In many cases they will even 
increase property values in your city. After your city is set up and growing 
well, you'll need to consider this set of ordinances if you want to push your 
city toward one million residents. 


COMMUNITY CPR TRAINING 


If you pass this ordinance, your Sims will become prepared to help each 
other if one of them is having a heart attack. This will increase the health 
level in your city. 
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FREE CLINICS 


Pass this ordinance to give your Sims better access to the health system and 
you'll increase the overall health level in your city. Generally speaking, these 
clinics are used by the Sims at the lower end of the socioeconomic ladder, 
but they are open to everyone. 


_ - Remember, free clinics are fi | 
LES not to your budget. 


JUNIOR SPORTS 


Pass this one, and eventually there will be an increase in the health of 
Sim Youth in your city, and you'll also see a decrease in crime as the young 
whippersnapper Sims are given something to do with their time that's con- 
structive rather than destructive. 


NUCLEAR LREE ZONE 


Pass this ordinance and nuclear power plants will vanish from your choice 
of power plants. Your city will seem like a safer place to many Sims 
at absolutely no direct expense. The downside is that this ordinance will 
slightly discourage industry. 
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el Stamp out Sim illiteracy: This ordinance uses tutors and special programs to 
increase the literacy of your population. The educational level of your Sims 
will rise slightly over time. 


PwPtrc: SAE ADVISOR 


PUBLIC SMOKING BAN 


Passing this ordinance can help increase the health level and life expectancy 
of your Sims by lowering the number of smokers and the amount of second- 
hand smoke exposure. The costs of this ordinance are tied to the size of your 
city and its population. 


PUPLIC SAFETY ADVISOR 


This set of ordinances is intended to increase the safety of your Sims by 
reducing the number of accidents that occur, managing crime levels, and 
dealing with some of the social problems (like teens staying out late) that 
can come about in a large city. 


CROSSING GUARDS 


Placing crossing guards at the more dangerous intersections in the city will 
cause your accident rates to fall and your Sims’ health to improve. The cost 
of this ordinance is based on the size of your city and the number of roads 
you have. 


MANDATORY SMOKE DETECTORS 


This ordinance lowers your city’s overall flammability. After all, if Sims 
know there's a fire, they're more likely to deal with it or get out of the build- 
ing safely. If you enact this ordinance you can expect a lower number of fires 
and fewer fatalities. 
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NEIGHBORHOOD WATCH 


Pass this ordinance, and your Sims will learn how to reduce crime in 
their own residential neighborhoods through vigilance (not vigilantism) and 
be encouraged to join crimewatch teams in their neighborhoods. 
Neighborhood Watch can reduce crime dramatically throughout the city. 


YOUTH CUREEW 


This ordinance will ensure that the youth of your city is off the streets by 
10:00 p.m. every night. This can help to reduce crime, but there's an added 
cost because of the extra police it takes to enforce such a curfew. We recom- 
mend that you use this ordinance only if crime is a problem and you can't 
afford more police stations. 


Through these ordinances, SC3K gives you much more control over your 
transportation services than its predecessor. If traffic flow becomes a prob- 
lem, and it usually does, you'll eventually want to use one or more of these 
five ordinances to discourage Sims from driving their cars and encourage 
them to flock to mass transit. Using all of the ordinances at once will bring 
you results, but at the expense of having to listen to the ranting of your 
inconvenienced populace. 


This ordinance permits Sims with even-numbered license plates to drive on 
one day and Sims with odd-numbered plates to drive on the next. The idea 
is that it'Il cut car traffic in half, but it makes for very unhappy Sims. As a 
general rule, Sims will complain till they're blue in the face until this ordi- 
nance is repealed, so use it only as a short-term measure. 


TRANSPORTATION ADVISOR 


CARPOOL INCENTIVE 


This ordinance is akin to those carpool lanes you see in various places 
throughout the world. In SC3K the ordinances go a little further, allowing 
drivers to ignore tolls and get free parking if they have a certain number of 
passengers in the car. This ordinance is a more friendly way to reduce traffic 
than Alternate Day Driving, but it can also cause hostilities to arise from 
your Sims. 


PARKING EINES 


If you pass this ordinance, your city treasury will receive a small additional 
income from parking fines. Your Sims will also be slightly discouraged from 
driving. If your agenda for the city includes encouraging public transit, this 
can help; however, it will slightly inhibit commercial growth, as Sims are 
more inclined to run errands in their cars than on the subway or bus. 


CSUUTTLE SERVICE 


As a general rule, Sims will only walk three tiles to get to any location 
(including a subway station or bus stop), but you can improve this by enact- 
ing a shuttle ordinance. The Shuttle Service ordinance creates shuttle ser- 
vices that will take Sims farther to get to the various modes of mass transit. 
This is usually the most expensive of all the traffic ordinances because of the 
costs of maintaining a fleet of shuttles, but it will help to reduce traffic con- 
gestion as well. 


SUPSIDIZED MASS TRANSIT 


This ordinance is just what it sounds like: you can reduce the cost of mass 
transit for your Sims by 50%, making them more likely to use it, but the cost 
will come out of your pocket. Despite this cost, in cities of under half a mil- 
lion this ordinance is cheaper than Shuttle Service. 
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UTILITIES ADVISOR 


These ordinances help your city to conserve on power and water, and they 
can also help to reduce accidents. We feel that these ordinances are all 
worthwhile and should be enacted as soon as you can afford them. 


MANDATORY WATER METERS 


In combination with the Water Conservation ordinance, this ordinance will 
help to reduce your overall water consumption, and it is especially recom- 
mended if your city is growing above a population of 400,000. Saving water 
is environmentally friendly, and your Sims won’t complain too much about 
this ordinance. 


This ordinance will enact an educational program to encourage your Sims to 
turn off their lights when they’re not in the room, thus reducing power con- 
sumption. The long-term effects of this are lower power requirements and 
less pollution. 


TL POWER CONSERVATION 
4 


STAIRWELL LIGHTING 


This ordinance doesn't light stairways—indeed, it actually turns the lights in 
stairways out unless there is a person actually walking on the stairs. This can 
save you plenty in energy costs over time and ultimately will reduce pollu- 
tion if you're using coal or oil power. 
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WATER CONSERVATION 


Like the Power Conservation ordinance, this ordinance is an education cam- 
paign to let your Sims know how to use their water more wisely. If you're 
having water problems, you may want to enact this ordinance to lower your 
total water usage. 


CHAPTER 9 nm 
DASIC SER VIGE Sten 


EROM HEALTH CARE 
TO LAW ENFORCEMENT 


s Mayor of your own SimCity, you are responsible for pr vic 


ing the basic services that support the safety and well-being 


your citizens. In particular, you'll need to provide fire eti 


tions, hospitals, police stations, prisons, and schools. ER. 
You’ll have to build enough of these city services—in strategie local 
tions—to satisfy the needs of your citizens. Each type of facility has 
different purpose and price, and each can best be used in a differen 
way. In this chapter, we'll take a look at all of these basic services an 


examine how you can use them to improve and protect your city. 
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LiIRE STATIONS 


FIRE STATIONS 


With fire stations on hand, you'll be able to send firefighters all over the city 
to handle a variety of fire-related situations. If your fire-protection power is 
getting low, you'll hear about it from the Sims via the Ticker. You can also 


ing to the Public Safety Advisor. A fire station costs $500 to build and $360 


check in with the fire chief anytime by clicking on the Meet button and talk- Î N 


per year to maintain. 


PLACING EIRE STATIONS 


Fire stations should be distributed evenly across the map because their cov- 
erage depends on their location (unlike hospitals or prisons). 


) ' 
Ie SENDING OUT THE POLICE, 


5) HIREEIGHTERS, AND EVEN 
1 THC MILITARY 


When disaster strikes—even minidisaster—vou’ll want to send out the right 
personnel to deal with it. Make sure vour arsenal of disaster-fighting personnel includes some 
combination of police, fire, and military units. 

a disaster hits, click on the Emergency button (the one with the emergency light icon) 
and a menu will appear listing the types of disaster-fighting units at vour disposal. Which types 
ot units appear in the menu's list will depend on which tvpes of services vou've made available. 
You make police and fire protection available by building their stations, so if vou haven't built 


any police or fire stations, vou're in trouble. 
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Don ’t send police officer 


herl Ned fighters to quash riots. I 


EK HOSPITALS 


The presence of hospitals in your city will increase the overall health and life 
expectancy of your Sims. A healthy Sim is a Sim with a long, productive 
life to look forward to. When your Sims are healthy, they'll put more into 
the city’s economy (through an active work life) than they take out (through 
being a burden and drain on the system). 


Healthy Sims, it follows, are good for industry, commerce, and the gen- 
eral economy. The number of hospitals your city requires depends on the 
city’s size (you'll need more as the city grows). One hospital serves the needs 
of as many as 25,000 Sims. Within the hospital walls, the number of doctors 
available will depend on population and funding levels, while the number 
of patients will depend on population and the number of beds. 


You'll know when you need to add hospitals because the Ticker will start 
to nudge you about how Sims can't get health care. Where you put the hos- 
pitals isn't of very great significance—you can cluster them together or 
spread them throughout your city. The Sims care about the number, not the 
locations. As you add new hospitals, the general health of your Sims should 
increase. (Keeping pollution in check will help, too.) As with any service, 
hospitals cost money; not only will you have to foot the $500 construction 
cost, but also you'll have to pay the $50/month maintenance fee. 


POLICE STATIONS 
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PLACING HOSPITALS 


Don't put hospitals on land that could be more valuable if used for another 
purpose. The waterfront, for example, can become very valuable if zoned as 
a residential area. Unlike police and fire services, hospitals can be placed any- 
where and still have the same effect on your city. 


POLICE STATIONS 


Police stations are needed throughout your city to combat crime wherever it 
occurs. The presence of police stations also allows you to dispatch police 
units in response to riots and other problems as they pop up. The number 
of police stations you need will depend on a number of factors, including 
city size and land values. 


Crime is a bigger problem in Industrial zones than in Commercial or 
Residential zones. Pay close attention to crime levels in the industrial sec- 
tions of your city, as well as in any residential sections that are near indus- 
trial areas. Commercial zones often have higher crime rates than Residential 
zones. The lowest crime rates occur in Residential zones with higher land 
values—that means residential sections that do not border industrial or even 
commercial areas, and that have land-value raising features like trees, water, 
parks, and schools nearby. 
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REVIEWING YOUR CITY'S CRIME RATE 


SimCity 3000 gives you a number of tools with which to measure your city’s 
crime rate. The easiest method is to look in the Ticker. You can also use the 
View Data button to display information about the current and historical 
state of crime in your city. 
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You can further gauge the level of crime in your city with SC3K’s View 
Data window. From the Graphs window you can see the crime rate over the 
past 1, 10, or 100 years. This allows you to spot trends over time. 


With the Graphs window displayed, click the Crime button and deselect 
any other graphs currently displayed in the window by clicking on their but- 
tons. By turning on other graphs, you can see patterns in how the crime rate 
has changed in relation to various other rates (such as unemployment and 
the rise or fall of property values) in your city. 


Ì 
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You can also use the Maps window to display various types of informa- 
tion about your city’s police protection and crime rate. The first map that 
appears will be the last one that was displayed. You can switch the Maps win- 
dow display from one type of map to another by selecting among the icons 
along the left side of the window. Hold down the mouse button with the 
pointer on the Crime icon to see a list of maps that relate to police power 
and crime, including the following: 


ee 


POLIG STETIONS 


5) Crime Rate: Shows the crime rate throughout your city. 


ö Police Power: Shows the strength of the police department through- 
out your city. 


5) Police Depts.: Shows the location of every police station in your city. | Î r 


PLACING POLICE STATIONS In 
En 


Like fire stations, police stations should be distributed evenly across 
the map—their coverage also depends on their location. 


THE PRORATED COSTS OE _Î 
MAINTAINING CITY SERVICES 


[he simulator prorates the maintenance cost of whatever you build in the 


N 


first year of that item's existence. So, for example, if vou build a police sta- 
bon—which adds $360 per vear to the police department’s budget—in the middle of the vear, 
that vear the police department expenditure will increase hv only $ 180. In the second vear, you’ll 
have to pav the full $360 maintenance fee. The same principle holds true for other services that 


have annual maintenance charges. 
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PRISONS 


You may feel the need to provide a prison in your city to house some of your 
less desirable Sims. Adding a prison to your city will help reduce crime, espe- 
cially when your police department is overworked. It should be noted, how- 
ever, that prisons cost $75 per month to maintain. 


PLACING PRISONS 


Prisons emit pollution and lower nearby land values. You want to place 
them in less desirable locations—the kinds of locations that wouldn't be 
more profitably used for industrial, commercial, or residential areas. 
Remember, for example, that no Sim will want to live near a prison, so 
putting a prison next to a residential area can lower the land value by more 
than 20%. Place prisons—if you must have them (and you probably will)— 
inland and at a good distance from the main area of your city. 


SCHOOLS 


In real life, many prospective buyers of residential real estate are persuaded 
by the agent’s description of the neighborhood’s wonderful schools. In 
SC3K, the Sims are persuaded to move into your city in just the same way. 
In this case, the educational system is not described in glowing words, but 
rather in the form of a number—the Education Quotient, or EQ. Schools are 
not without cost, of course; they run $360/year to maintain (each), so keep 
an eye on your budget when you're placing them. 


WUAT’S IMPORTANT ABOUT THE EQ 


Your Sims pride themselves on having a high EQ. They will be more inclined 
to move into and raise their children in a city with a high EQ. In addition, 
a high EQ will make it more likely that your city will develop high-tech 
industries (electronics and the like). 


SCHOOLS Je 


A low EQ will discourage pride and development among your Sims. 
If they get miserable enough about the way things are going, they will 
grumble about the lack of educational opportunity in the Ticker (which, 
because of growing illiteracy, they won't be able to actually read). And if 
things continue to get worse, you will be faced with a higher unemployment 
rate and perhaps even rioting. 


What Affects the EQ 

The Sims who move into your city when it's new are educated elsewhere 
before they arrive. (The EQ of those Sims will be approximately 85.) This 
means that you don’t have to build schools right away, but you should do it 
fairly soon, for the sake of the new Sims’ children. If you don’t build schools, 
education in your city will be based only on the lore one generation passes 
on to the next. The first generation of Sims to be born in your new city will 
then have only 20% the EQ their parents had, and the next will have 20% 
the EQ their parents had. 


Overall, the EQ of your Sims is affected by a number of factors, most 
notably the presence of schools, colleges, museums, and libraries in your 
city. Each school (grades K through 12 are included) covers the educational 
needs for a population of up to 15,000 Sims. If you have only schools in your 
city and those schools are fully funded in the Budget window, your city’s EQ 
will reach 90 over a period of years. 
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Each college (these are four-year colleges) covers the educational needs 
for a population of up to 50,000 Sims. If you have colleges in your city and 
your schools are funded well enough (in the Budget window) to fully pre- 
pare students for a higher education, your city's EQ can reach 140 over time. 


ning on the Pro-Reading Camps 
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school per 15,000 Sims and wi 
50,000 Sims. 


Your Sims’ EQ will diminish once they've graduated from college 
unless you provide them with further intellectual stimulation in the form 
of libraries and museums. This does not mean, however, that the presence of 
libraries and museums raises the EQ of only older Sims—the benefits affect 
all age groups. Note that museums are somewhat more effective than 
libraries. 


Education Level and Ages 
As you add more schools and colleges to your city, the younger Sims will 
attend the schools and therefore become more educated than the older 
Sims. The EQ as it appears in the graph will rise first for the young Sims. 
Later, as the more educated Sims age, the level of their education will show 
up as a rising EQ in older age groups. 
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PLACING SCHOOLS 


In a sense, it doesn't matter where in your city you place educational insti- 
tutions. The simulator just checks to see whether or not you have each type 
of facility, not where they're located. That means that you don’t have to 
place learning centers anywhere in particular to get their statistical benefits 
to the EQ. (In fact, you don't even have to provide learning centers with 
power or transportation access.) 


The variables involved ù np 
tE colleges, libraries, and 1 da: 
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You could stick the schools and colleges in your city on remote islands, 
in dried-up corners of the landmass, or even in the middle of a zone full of 
factories if you really wanted to. 


However, there are other factors to consider. One, of course, is your own 
sense of aesthetics. Another is the effect the presence of schools has on land 
values. The simulator does take into consideration the proximity of learning 
centers to residential areas when calculating land values for those residential 
areas, so it's a good idea to build educational facilities near residential prop- 
erty to keep the land values high. 
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HE PLESSINGS 


PORTS peREWARDS, AND 
OTMER STRUCTURES 


n this chapter, we'll look at seaports and airports, Rewar 
| Opportunities, and Landmarks, and how to make the most of th 
in SC3K. 

In most major cities of the world—New York, London, Paris—po 
were the starting points of urban development. Originally, seapo 
were the commercial hub of the city, the point of contact for comm 
nication with the world, and the core of the city's industrial are 
Ports today (the most important ones are now airports) are equal 


necessary for commerce and industry. Communications travel over t 
World Wide Web these days, however, and less through ports. 


Rewards and Opportunities come in the form of building 
structures. They can be free (as are Rewards) or they can be expenstiv 
(such as a Defense Contractor Opportunity). But ultimately, they 
add up to new structures for your city. Rewards and Opportuniti 
fall outside the umbrella of services, and as such, they are groupe 
with seaports and airports. 
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PORTS FOR YOUR 
CITYS COMMERCE 


The bottom line here is that ports are good for business. They're the hubs 
where ships and planes arrive and depart, carrying business and tourist trav- 
elers to and from your city. They're the doorways through which your city's 
produced goods get traded and sold. In this section, we'll take a look at both 
types of ports: seaports and airports. 


Á seaport becomes important to your city’s growth when the city’s pop- 
ulation reaches 10,000; an airport becomes important at a population of 
15,000. If you haven't yet built a seaport or airport and the city's industry or 
commerce begins to feel the lack, the Ticker will let you know. You'll get a 
message that there's demand for one or the other type of port. 
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Seaports, which in SC3K are available in 1900, provide a hearty boost to 
industry. Air travel technology gets invented later and is announced in the 
Ticker. When it does become available, having an airport will be of benefit 
especially to commerce. 


The actual size of the port—as long as it meets the minimum size for a 
port to develop—doesn’t really matter at first. The simulator just checks to 
see whether the port exists. 


Ports are pretty big polluters, so you might want to place them far from 
residential areas. 


THE BLESSINGS OF GROWTH 


CEAPORTS 


You'll have the option to build a seaport right away, at the beginning of a 
simulation (they're available early, in 1900). Seaports consist of docks, ware- 
houses, and auxiliary buildings. When the seaport is fully functional, you'll 
see ships come sailing in, dock occasionally, and drift around nearby before 
sailing off again. 


Seaport Locations 
The most obvious necessity for a seaport's best location is, well, the ocean. 
Simple, right? Not always. Sometimes in SC3K what looks like the ocean 
turns out to be a big river. To determine whether that big watery area you 
see is actually an ocean or a river, put the Query tool to work and take a look 
at the water area's info box. 


There are a few other matters to consider in selecting a location for your 
seaport. Think through, for example, how the seaport will fit into the over- 
all layout of your city. Keep in mind that real seaports are busy, smelly, indus- 
trial areas with cranes and dusty warehouses and stacks of pallets and crates 
of goods from overseas. SC3K’s seaports are not those nifty gentrified 
residential/tourist versions with trendy loft housing and a boardwalk. Sims 
wort want to live near your city's port. 


Choosing a location for a seaport can get a bit tricky because it has to be 
placed by the oceanfront—and that's the same area that would make for 
some very valuable residential property. One way to deal with this is to 
bunch your seaport together with water pumps, desalinization plants, and 
(farther inland) an industrial area, in space you've decided to sacrifice to 
these purposes. 
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AIRPORTS 


The technology of air travel is not available in 1900, but it arrives within a 
few decades. The news of its development will appear in your city's Ticker. 
Airports consist of lighted runways, an air traffic control tower, hangars, and 
auxiliary buildings. 


When the airport is fully functional, you'll see planes arrive and depart. 
Eventually you'll also see traffic-watch helicopters taking off, flying around 
the city, and landing. 
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Airport Locations 
Find a place for your airport that is out of town but not too far distant; this 
can be tricky, but your Sims need to be able to catch their flights without dri- 
ving all day. Plan ahead here as much as possible—you also want to allow 
room for your airport to expand, and for your city to grow. 
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KON THC PLESSINGS OF GROWTH 


For the sake of all that’s go | 
airport far away from you 


Nobody wants to live next to an airport or under the aircraft’s approach 
lanes. If residential areas of your city are creeping out too close to your air- 
port, you'll find they have lower land values. This, as you know by now, will 
lower your tax base, making it harder to develop your city and more chal- 
lenging to prepare the budget. 


Unless you want to watch a lot of spectacular aerial fireworks culminat- 
ing in the torching of your city, build your airport away from hills and tall 
buildings. In fact, if you find that tiles you've zoned and powered for an air- 
port aren't developing runways, look around for stuff that's tall —the planes’ 
approach lanes may be blocked. 


WHY WON'T MY 
AIRPORT DEVELOP? 


sometimes after vou provide power to the nearest corner of vour airport 


vou wart for it to develop, but nothing happens. What's up? Usually that's 
all you have to do to provide power to zoned arcas and scaports, and awar 
vou go. But we've found that airports require a little extra effort: M's impor 


tant to provide juice to certain kev tiles in vour airport arca, and crisscrossing vour airport with 


power lines often speeds up its development. 
n Meanwhile, if vour airport just doesn't seem to be getting off the ground, there are a few 
other possibilities. It may be that vou've zoned an area too small. Make sure vou've provided 
an area at least 4x6 tiles; 10 x 10 is better. Make sure, too, that vou haven't made the classic bloop- 
ers in locating vour airport: Is it too close to a tall structure or hills? Is it located on a | 


hillside? 


REWARDS AND OPPORTUNITIES 


REWARDS AND 
OPPORTUNITIES 


As your city grows and becomes established, you'll occasionally be offered 
corresponding Rewards and Opportunities to enhance the city. Although 
some of these additions can be a tad on the expensive side, the benefits often 
outweigh the costs, especially if you're in a surplus cash situation anyway. 


This section covers just a few of the Rewards and Opportunities that may 
present themselves to you. You'll get the idea. 


REWARDS 


Rewards are in the form of art facilities, statues, and other cultural embell- 
ishments. 


Historic Statues 
At some point, you may get offered an historic statue. Like all Rewards, this 
won't cost you a cent‚ but it will greatly encourage pigeon activity in and 
around the monument. These sorts of Rewards serve the same purpose as 
Landmarks (see the upcoming sidebar). They give your city a distinct flavor, 
and that's about it. 


Performing Arts Center 
The Performing Arts Center is also a Reward and as such costs you nada, but 
it actually serves a purpose that a statue can't. When placed in a district 
that's declining in population and land value, a structure like this can help 
to revitalize the area. A Performing Arts Center will attract well-educated 
Sims to attend showings and hang out nearby, thus increasing the activity 
of the neighborhood in a positive way. 
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/ Landmarks are buildings that vou can place in your city to give it a dis 
tinctive look/feel/identitv. These signature buildings are based on real struc 
tures from throughout the world, including such spectactes as the Pyramids of Egvpt, or the CN 
s tower of Toronto, or even the cathedral at Chartres. In all, there are over 65 of these structures 


that vou can choose from, but each citv is Himmited to 10 Landmarks. Hhese buildings won t du 


a heck of a lot for vour city directly, but thev cost vou nothing and they do add prestige as well 


\ as add a personal touch. 


OPPORTUNITIES 


Opportunities are in the form of people and buildings that will add to your 
city’s overall financial success. 


Defense Contractor 
A Defense Contractor is offered to you by a Petitioner, and comes at the cost 
of $25,000 cold hard dollars. This may seem like a lot of money, but a 
Defense Contractor adds jobs to your city and money to your tax base. It also 
indirectly becomes a large helping hand to your city's commercial sector. 


If you can get past the moral dilemma of supporting a company that's 
designing weapons to kill people, a Defense Contractor may be an 
Opportunity worth the investment. 
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Science Center 
Like other Opportunities, the chance to build a Science Center in your city 
will be offered by a Petitioner. These Centers are very, very expensive, but 
their clout in attracting smart Sims to your city can't be overlooked. And in 
the long run, having a Science Center will help your city convert to cleaner 
industries, so the high price tag might just be worth it if you're being stran- 


gled by pollution. 
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RECREA TION 
HAND /AURA 


KEEPING. THOSE SIMS HAPPY 


II work and no play makes Sims a dull species. The citizens 


your burg are going to want to cool out at the end of a l 


productive week, and your city will be a happier, wealthi 
place if you give folks some pleasant recreational facilities and op 
airy spaces to use. The presence of open spaces, parks, and recreation 


facilities will benefit your entire city. 


For real folks as well as Sims, the meaning of happiness is a ver) 
personal thing. In SC3K, Aura is a combination of many things, b 
basically it represents the happiness of your Sims. Though Aura is tie 
into all aspects of your city, recreation is a major contributor. Thi 
chapter looks at ways to keep your Sims involved in recreational acti 


ities, wlrich will in turn help keep your city's Aura up in the clouds. 
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OPEN SPACES AND PARKS 


At first glance, open spaces—those places in the landmass that contain 
“only” trees or water—may seem like nothing more than raw material for 
the SimDevelopers. Not so. The presence of open spaces in or near your city 
will increase land values. In fact, one tile in your city that contains nothing 
but trees will increase the value of nearby land as much as a tile that con- 
tains a neatly manicured small park. Big parks, on the other hand, increase 
land values twice as much as small parks. 


1 The downside to having 
Ne city is that they're flan 
ery quickly. 


Parks and open spaces have the most impact on areas zoned Residential 
and Commercial, but their presence also increases the success of tourism in 
your city. It stands to reason, then, that you want to place parks in or near 
residential areas. You might also consider providing your city with one or 
more greenbelts—areas with tiles containing only trees, or combinations of 
trees and ponds or lakes. 


CREATING OPEN SPACLES 


Creating open spaces in your city is often just a matter of letting some open 
space go undeveloped. You can also, however, add trees and/or water to your 
city using the Landscape button. Select Landscape, then Plant Trees or 
Create Surface Water, and then point and click or click and drag to paint 
trees or water on any undeveloped tiles in your city. 


Jas 
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A place. If you click away 
for yourself by accidenta 
all pond to appear. 


Creating trees and water in an existing city isn't cheap—trees cost $3 
each, and water costs $100 per tile. In addition, there are five levels of tree 
densities and sizes at $3 per upgrade. 


Growing Your Trees 
To add foliage and height to the trees in a given tile, keep clicking on the 
same tile, and you'll see your trees fill out with every click! 


asier (and costs nothing) to ac 


CREATING PARKS 


There are two types of parks in SC3K: 


Ö smal parks, which are just one tile in size and cost $100 each 


5) Big parks, which are 3 x 3 tiles in size and cost about $1,000 each 
(depending on terrain) 


« ® 
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At first glance, parks may seem like an expendable luxury, but consider 
their real value: Parks raise land values in the four-tile area around them. 
Placing one small park next to land valued at $88,000 can soon raise the 
value of that land to $99,000. At 7% (the standard property tax rate), that 
means an increase in annual tax revenue from that property of $770—that's 
just your first return on a onetime $100 investment for building the park! 


Parks, like open spaces, can be used as a buffer between zones. They can 
be positioned at the center of a 9 x 9 residential or commercial area to max- 
| imize contact to the zoned tiles in that area, or they can be scattered 
throughout the city to increase land value over a greater area. 


be 
me 


Parks don’t need to be provided wi | 
on’t transmit power, and they look 
es anyway. So don’t put a park wh 


string power lines later. in 


You can add to the beauty of your park areas by adding fountains, play- 
grounds, and ponds. All of these additions make your green space that much 
more enjoyable to your Sims. 


Park-to-Population Ratio 
Although SC3K doesn't require a particular park-to-resident ratio, some 
land-use planners have suggested four acres of parkland per 1,000 residents. 
To figure your park-to-population ratio, find out your city's population and 
jot down that number. Now use the Query tool on a big park to find out the 
total park acreage for your city. Do you have four acres of park land per 1,000 
residents? 
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[T'S WHAT'S NEAT DOOR 
THAT COUNTS 


lo give vou a clear idea of the value of parks, let's look at an example. Sar 


vou have a nice office building in a commercial area. The office building ís 


worth $96,000. (You know this because vou used the Query tool on the building.) Next door art 


other office buildings. H vou demolish/ctear those buildings next door and leave the rubble 
vour nice office building’s value will drop to $30,000. If you dezone the area where the rubble 
is and leave it empty, vour office building’s value will jump back up to $86,000. Then build à 
big park where the blank tiles are, and vour office buildings value jumps all the wav to a big 
Î $165,000 almost right awav. 

hese numbers are not the same for everv simulation, of course, but thev re tairlv typical 
And the sameeffects occur in other zones, depending on what vou place next to buildings. Wield 
vour Ouervy tool often to get an idea of how vour actions are influencing the value of individ 


ual properties—it Il give vou broader insight into the whole game. 


Providing recreational facilities in your city allow your Sims to enjoy specitic 
leisure activities. Recreational facilities can be a real boon to residential 
growth in your city. (And although they're used more by SimResidents than 
by SimTourists, these facilities sure don't hurt tourism, either.) 


ARECREATIONAL FACILITIES 


” 
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Three types of recreational facilities are available: 


is) Zoos 
5) Stadiums/Ballparks 


Ö Marinas 


LOOS 


A zoo is a great addition to any city, but in SC3K the price of owning one has 
gone up considerably from previous versions. Zoos will cost you at least 
$5,000, and depending on the geography of the zoo site, it can cost you even 
more. Despite this hefty price tag, a zoo is one of the additions to a city that 
contributes a lot to the Aura. And ultimately, it will add greatly to the entire 
city's land values. 


INF Adding a zoo to vind city 
Ke and give your Sims s Dme 
ch ef them happy. But here 
de tial area, and watch nearby Ìà 


on mn for the zoo near the using af 
adustrial area. There, the zoo will € 


STADIUMS/BALLPARKS 


Like the zoo, choosing a location for a stadium/ballpark takes some planning 
and thought. A stadium in your city will benefit overall residential develop- 
ment, but it can drive down land values in the immediate vicinity a good 
20% right away. For example, after you build a stadium next to an 
$88,000/acre property, that neighboring property may soon be worth as 
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little as $66,000/acre. This adds a first-year loss in annual tax revenues of 
$1,540 for that building to the $5,000 cost of building the stadium. 


This is not to say you shouldn't build a stadium—the boost to your over- 
all city value is incalculable. Just be sure to build it somewhere where it 
won't lay waste to high property values. 


And consider your Sims, as well. You'll want to build your ballpark away 
from the Sims’ backyards, offices, and shops, just as you are careful about the 
location of a zoo. 


MARINAS 


Marinas cost $3,000 and take up 3-x-3-tile areas—those tiles, however, do 
not have to be land tiles. You can place your marina just about anywhere, as 
long as at least one land tile and one solitary water tile are among the tiles 
under the marina. 


Sims like to play in all ways, and if you have a lot of coastline at your 
disposal, a marina is a great way to give folks a reward for their staying by 
your side. 


THEME PARKS AND TUE LIKE 


The Theme Park and some of the other Opportunities offered to you by a 
Petitioner are great ways to raise your city's Aura. In fact, there are plenty of 
Reward and Opportunity buildings that will have this benefit, so keep an eye 
out for them on the Ticker and build anything you can afford. The long- 
term dividends from having lots of these goodies can really make a differ- 
ence in your city's progress. 


RECREATIONAL FACILITIES pe 


NOURISHING THE 
CITY'S AURA 


There's no one thing that’1l keep your Sims happy from day to day. Their 


happiness is contingent on a combination of all the factors driving the city 
at any given moment. From unemployment to prosperity, from crime rates to water supply to 
ballparks to schools, your Sims will always be ebbing and flowing on the river of happiness 
known as Aura in SC3K. So it stands to reason that keeping the Aura high is an ongoing process, 
always evolving along with your city. Keep an eye on that Aura, and if it starts to fall despite 


the fact that your city is doing well otherwise, then break out the parks and treats! 


CHAPTER 1 2 
DIS ASTERS 


ELRTING WIT ARMAGEDDON 


n the course of real-life events, random disasters strike even th 
most successfully managed cîties. In SC3K, disaster can take man 
forms—from the more localized to the widespread—and 


need to be prepared to deal with disaster if it strikes. You must ta 
steps to avoid preventable disasters, fund an appropriate number 
services to deal with the results of disaster when it occurs, and kn 
howto use those services to their best advantage when they're neede 
In this chapter, we'll first look at disaster preparation and man 
ment in general, and then delve into specific strategies for dealing | 
with each of the six disaster types. 


AVOIDING DISASTERS 


AVOIDING DISASTERS 


The simplest method of avoiding disaster has been discussed earlier in this 
book: Just turn off disasters in the Preferences box. Then you won’t be both- 
ered—even if a power plant explodes, it won't set part of your city on fire. 


If you prefer the challenge of managing a city where anything can hap- 
pen, leave disasters turned on. Fires, then, can have either minor or tragic 
results, and all kinds of other disasters (described in this chapter) can occur 
without warning. 


Your best bet in dealing with disasters is to prevent those that are pre- 
ventable through careful and wise management of your city and its 
resources. Only a couple of the disasters in SC3K are truly random—the rest 
are the result of some mounting problem in your city. Make yours a nice city, 
where the Sims are happy and pollution is kept to a minimum, and all you'll 
have to worry about is the occasional tornado or earthquake. 


The best ways to keep disasters to a minimum is: 


Keep your city well watered; this will reduce its flammability and help 
firefighters get water to any fire that happens to break out. 


Keep your funding for fire and police services at adequate levels. An 
underfunded department is an underperforming department. 


Pass every ordinance that can help reduce the likelihood of disaster or 
the effects of those disasters that do occur. 


If the Ticker warns of an upcoming disaster (like tornado season), use the 
siren to warn your Sims. 


Build your city so that there is road access to all areas. Police and fire 
services need roads to get them to the site of a disaster. 


DS OO OO OO 


Keep your Sims happy at all costs. It's bad enough to have an earthquake 
damage your city; you don’t want the additional hassle of unhappy Sims 
rioting afterwards. 
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THE ANTI-DISASTER 
ORDIN VANNES 


There are several ordinances available to you that are designed to help reduce 


the risk of disaster, or reduce the damage of an unpreventable disaster: 


Nuclear Free Zone 
Mandatory Smoke Detectors 
Youth Curfew 

Leaf Burning Ban 


Earthquake Resistance and Retro-Fitting 


For more information on ordinances, see Chapter 8. 


k CAUSING DISASTERS 


If you get bored or impatient at some point in a game, and you want to 

destroy your city or just experiment with any specific disaster, click on the 
î k Emergency button and then click on the Start Disaster button (the evil 

happy face) and choose the disaster you want. It will occur immediately. 
«® 


Save your city to disk before you do this, and you can go back and play 
the same events out in a different way or with a different disaster to hone 
4 your disaster-fighting skills. 


d 
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WHO YOU GONNA CALL? 


When disasters do strike, how well you're able to cope with them will 
depend on the combination of services you have in place in your city. For 
example, you can use firefighters to deal with fires resulting from any kind 
of disaster and police officers to quash riots. The number of fire or police 
units you have available depends on the number of fire and police stations 
you've built in your city and the power of your fire and police coverage. This 
in turn is determined by the strategic placement of those stations and the 
level of funding provided to them in the Budget box. See Chapter 9 for more 
on managing your city's services. 


ip il If you have no fire or} Pe 
Â pil, you’re in big troubl 
zickly build a police nd 
ur city will be at the mere ® f 
th borrowing money to savi 


SEEING DISASTER AS |T HAPPENS 


You'll know when disaster strikes your city— whatever you're doing, the 
screen will shift suddenly to the scene of the disaster, and you'll see the ter- 
rible event taking place (assuming you have Auto-Go To Disasters toggled 
on). You'll also be informed by a message in the Ticker. 


simulator will automatically slow 
aster strikes. With the simu ato 
1 overview of the situation and c 


LTA 
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| d police departments can deal wi 
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yrnado can have side effects incluc 


py even if it doesn’t look like your s 


If you don’t want your view to be shifted automatically to the scene of a 
striking disaster, you can toggle off Auto-Go To Disasters. We don't really rec- 
ommend this, though, because then disaster can become fairly widespread 
before you notice that there’s a problem. If you do toggle off Auto-Go To, 
you'll only see the message in the Ticker telling you that there's a disaster if 
you happen to look at it. You can then quickly jump your view of the City 
window to the location of the disaster by clicking on the message in the 
Ticker. 


BR DISPATCHING HELD 


Let's say that disaster has now struck; you must respond. What to do? Start 


by clicking on the Emergency button. 


« 


A menu will appear. This is a list of all the currently available services for 
fighting the disaster—it's up to you to judge which to use. Select the type of 
unit you need from the list and click on the appropriate button (Fire, Police). 
Move the mouse pointer to the disaster’s location and click response units 
into place. Your best bet in most cases is to surround the area where the dis- 
aster has occurred with response units. 
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N You cannot send the response units tc h 
actually hold the disaster. You must clic 
into place in neighboring tiles. 


For most disasters, you'll want to use methods other than or in addition 
to sending in response units. You might find, for example, that you can 
demolish areas around a fire to create a fire break and prevent the fire from 
spreading. The rest of this chapter offers ideas for dealing with each specific 
type of potential disaster. 


COPING WITH 
SPECIEIC DISASTERS 


Most disasters in SC3K can be fought, and many can be prevented. In the 
following sections, we'll go over each type of potential disaster, how to com- 
bat it, and, wherever possible, how to prevent it from occurring in the first 
place. 


CARTHQUVAKES 


Your Sims can be having a peaceful day, minding their own business, when 
the earth begins to shake, buildings start to sway, and parts of the landscape 
rise up out of the ground! Yep, you guessed it, an earthquake. Earthquakes 
are a real problem wherever they occur, and SC3K is no exception. 


OPN REENDER DISASTERS. ELIRTING WITH ARMACEDDON 


Preventing Earthquakes 
OK, so you can't prevent earthquakes (except by turning disasters off). No 
amount of judicious management will stop Mother Nature when she 
decides to shake things up a bit. However, there are two preventive measures 
you can take to minimize the repercussions of an earthquake: 


Ö pass the Farthquake Resistance and Retro-Fitting ordinance (see 
Chapter 8). 


Ö Be ready to make use of the warning siren. 


A WORD ABOUT SIRENS 


Fhe siren is the other option in the emergeney menu besides the Dispate h 
Police and Dispatch Hirefighter buttons. Bv sounding the stren vou n telling 
vour Sims to get readv for some kind of emergenev. You can greatly reduce loss ol te to Smmes 


bv using this siren when vou suspect a major disaster, so tl s usually worth soundtng the <tren 


whenever the Ficker talks of tornadoes or varthejuakes. Lhe ond downside is that it vou use tiu 


siren too much when there's no real emergency, the Sims will begin to ignore it. A word to the 


wise: Don't crv walt. 
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Coming to Grips with an Earthquake 
Earthquakes don’t last very long, though they may spawn fires or riots that 
last far longer. Once things have settled down you can rebuild the affected 
areas of your city, repairing damages to buildings, roads, and pipes. Be sure 
that the Earthquake Resistance and Retro-Fitting ordinance is in place for the 
next time (if it wasn't this time). 


if your Si tons are already fairly u ur 
your r infrastructure byig an „ 
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EIRES 


Fires can sometimes break out around your city—they can be caused by 
industrial accidents, arson, or carelessness on the part of some Sim, or they 
can come in the aftermath of a riot, tornado, or earthquake. Regardless of 
what causes a fire, how much trouble it causes you will depend on how pre- 
pared you are to deal with it. 


g> 
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Preventing Fires 
The best way to fight fires, as we are told in countless televised public-service 
announcements, is to prevent them. Don't let your citizens get so unhappy 
that they riot, keep your entire city watered properly, and invoke the fire- 
prevention ordinances discussed in Chapter 8 to help reduce the risk. Both 
the Leaf Burning Ban and Mandatory Smoke Detectors ordinances can make 
a big difference in preventing fires. 


Power plants are especially susceptible to fires, so be sure to keep an eye 
on your power plants, their usage, and their age. If you push a power plant 
too hard for too long, it can explode, causing a fire situation that (believe us) 
you'd rather not deal with. Remember, the older a power plant, the more 
likely it is to explode or catch on fire. 


Fighting Fires 
Try to put out a fire before it spreads—things can get out of hand really fast, 
especially if you're running the simulator at the Llama or Cheetah speeds. 
Select the Emergency button, then choose Dispatch Firefighters from the list 
of buttons and position the firefighters in a line between the fire and the 
rest of your city, or, if the fire is small enough, in a circle around the fire. 


If the fire spreads, or if it starts out too large for the number of firefight- 
ers you have available, you might want to use the Demolish tool to create a 
firebreak (a line of rubble). Fire will not spread to tiles that hold rubble. 


COPING WITH SPECIEIC DISASTERS 


Again, if you use this method, you can create the firebreak either in the form 
of a line between the fire and other structures or in a circle around the fire. 


Another, more risky method of responding to a small fire is to quickly 
build a fire station very close to the tiles that are on fire. This method works 
only if you have the cash, and it's not cheap—fire stations cost $500— 
but it can be effective. Be careful, though: If the fire is too large and you 
build a fire station nearby, you might actually end up with your fire station 
burning down. 


Battling a Firestorm 
A firestorm—a huge fire raging out of control—can destroy your entire 
city. As with other types of fires, prevention is your best bet. Put out every 
dinky little fire right away so it doesn't have a chance to turn into a 
firestorm. Once you've got a big firestorm on your hands, a few units of fire- 
fighters won't be able to do much. 


If a firestorm starts in an undeveloped part of your landmass, you can 
use the Create Surface Water tool to build a waterway that will act as a fire- 
break between the fire and your city. Be forewarned, however, that creating 
a waterway of this size is very expensive. You may be better off letting a 
firestorm in an undeveloped area just burn itself out. You may also find that 
creating a firebreak of rubble does the trick. 


If a firestorm occurs in your city, pull out all the stops to contain and 
fight the blaze. First, place firefighters where they're needed most—you 
probably won't have enough of them to put out the whole fire—and then 
use the Demolish tool to create a firebreak of rubble wherever it's needed to 
stop the blaze from spreading further. When all the pieces of your firefight- 
ing strategy are in place, you can think of bolstering your fire department by 
building another station if necessary. 


Ds 
OENE EENDER DISASTERS. ELIRTING WITH ARMACEDDON 


js If you get into a fireste 
„ have to mobilize ever, ‚ 
ng the Dispatch Firefigk 
oa fire storm; jump on a 


“nn 
Ke 1 


/ 
/ 
/ 


1 MELTDOWNS 


Meltdowns occur when a nuclear power plant becomes damaged or burns. 
bi 4 If this happens, you’ll have a very serious problem. Actually, you'll have two 
IJ problems: First, there will be a lot of big fires; second, there will be wide- 


spread areas of radioactivity as a result of the meltdown. 


Preventing Meltdowns 
There are only two ways to prevent meltdowns altogether: 


Ö Don't use a nuclear power plant. 


Ö Use a nuclear power plant, but toggle disasters off. 


Ü k If you choose to use a nuclear power plant and keep disasters enabled, 
build your nuke far from your city and far from the airport. This won't pre- 

vent a meltdown, but it may partially protect your city from devastating fire 
t k and radiation if a meltdown occurs. If you choose to use a nuclear power 
plant and toggle off disasters, you can put the power plant wherever you like. 


El 
di Managing the Effects of a Meltdown 
hl If a meltdown does occur, you'll first have to isolate and put out any fires. 
That’s just like putting out any other type of fire—see the section on fires ear- 
lier in this chapter. But even when the fires are out, you'll still have to deal 
with the radioactivity. This will be very inconvenient because there are 
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likely to be a lot of radioactive tiles. Can you clean them up? Well, no. After 
a meltdown, all of the tiles marked with radioactive signs will simply be out 
of play for the rest of the game. 


The bottom line is that when a meltdown occurs it's likely to destroy 
most of your city. You'll also be out a nuclear power plant, which might 
cause a lot of trouble in the form of power shortages and the cost of replac- 
ing the power plant. But the real trouble is the length of time (forever, in 
SimTime) that the radiation will hang around. You probably won't be able 
to convince new Sims that yours is an attractive city to move into as long as 
it's glowing with a bunch of radiation symbols. 


If you see a Nuclear power plan 
| A that fire out RIGHT AWAY. If the 


RIOTS 


Riots are the result of extreme unhappiness among your Sims. When a riot 
takes place, you'll see the rioting Sims marching about in a group, carrying 
picket signs. They will soon start fires to get your attention. 


Preventing Riots 
Preventing riots is a matter of keeping the Sims happy. They will become 
unhappy enough to riot mainly over matters of money such as unemploy- 
ment or low funding levels that undermine the effectiveness of city services. 
Keep your Sims employed and healthy and give them things to do on the 
weekends, and they'll be happy. Let them get unhappy, and they'll riot. 
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Quashing Riots 

If a riot occurs, send out some combination of police and military units right 
away. If you don’t get the cops there quickly, the rioters will set fires. Then 
you'll have to send out the cops and the firefighters, and you'll have a real 
time of it. The rioters will move quickly, setting more fires, splitting into two 
or even three groups that each set even more fires, and you'll have to track 
them all with the cops at the same time you try to put out the fires with the 
firefighters. 


Dealing with Mass Riots 
Mass riots are larger riots that take place in many places in your city at once; 
you can respond to mass riots using the same combination of police officers 
and firefighters you use for smaller riots, though obviously they'll have a 
harder time of it. If a mass riot occurs, give yourself a break, take a big breath, 
and then position your disaster-response units strategically before things get 
way out of hand. (If things get desperate, try building waterways around the 
rioters!) Once the crisis is over, resolve to treat your Sims better in the future. 


TORNADOES 


The arrival of a tornado will be foreshadowed in the Ticker (often in the form 
of a tornado-season warning); the Ticker will also tell you when the tornado 
actually occurs. You are really in for it when a tornado sweeps through your 
city—it'Il cut a path through your city that you'll be powerless to stop. 
Speaking of being powerless, tornadoes are notorious for cutting power lines 
and breaking up any roads that they may cross. 


Preventing Tornadoes 
As with earthquakes, this is a contradiction in terms—there’s nothing you 
can do to stop tornadoes from happening (other than toggling disasters off). 
The only thing you can do to help limit the damage they cause is to sound 
the siren as soon as possible. 
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Dealing with a Tornado 
You can't do much about the high winds during the tornado except ride 
them out. When the tornado is over you can (and should) rebuild those 
parts of your city that were destroyed. Fortunately, in the early going of the 
game it's unlikely that you'll have a tornado cut across your entire city, so 
the damage is usually limited. 


LIE CO 


UFOs suck up entire buildings from your city and, frankly, there's not much 
you can do about it. UFOs also fire gobs of what seems to be a plasma 
weapon at various areas of your city. These will cause explosions when they 
impact your buildings. 


Preventing UFO Attacks 
UFOs are not something you can predict or prepare for, although you may 
be able to use the warning siren to give your Sims a head start if you see men- 
tion of UFO activity in the Ticker. 


Dealing with UFO Attacks 
There's nothing you can do about UFOs showing up, but you can be ready 
for the consequences by having solid fire protection throughout your city 
and by dispatching firefighters as soon as the UFOs strike. 


CHAPTER 15 
THE SCENARLOS | 


FROM PIG MOUNTAIN CITY 


imCity 3000 includes seven preconstructed cities, each with i 
own set of challenges waiting for your mayoral expertise. Unlik 


those in SimCity 2000, these scenarios are not specific disast 
situations that you'll need to solve. Each scenario city has a uni 
collection of issues and problems on which you'll have to take actior 
if you want to get it back in the black and growing. This chapt 


takes you on a tour of all seven cities and offers some tactic 


analysis to get you started. 
Note to Fans of SimCity 2000: Yes, you can run SC2K scenari 
in SC3K. For some strategies for those oldies-but-goodies, check ou 
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PIG MOUNTAIN CITY 


Big Mountain City is a disjointed metropolis that has various industries, res- 
idential areas, and services dispersed throughout the map. Often these areas 
are separated by unusable mountainous terrain, so keeping your few road- 
ways open will remain an important task. 


You'll begin with $78,113 in the coffers and a population of 167,438. Both 
of these assets give you a cash and tax-base reserve that will make the job of 
improving the city a darn-sight easier. Although the city starts off with a neg- 
ative cash flow, there are ways to change that and keep the city growing. 


School Shortage 
The Ticker will be warning you of Sims not being the sharpest pencils in the 
box. Although this isn't critical to the city’s ultimate success or failure, you 
can improve Big Mountain City's education status easily by simply building 
two more schools. 
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Utilities Dilemma 
A few areas in Big Mountain City are short on water. Fortunately, however, 
the problem isn't water supply—it’s lack of infrastructure. The wind and solar 
power plants on top of the pass are both unwatered, and you can take care of 
this by using the Level Terrain tool to smooth out the areas around the plants. 
Once the terrain is level, you can run more water pipes into the area. 
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Garbage Crisis 
The garbage processing capabilities are inadequate when you start Big 
Mountain City, and as a result your landfills are filling up past 70% of capac- 
ity. You need only zone more landfill tiles to deal with this problem in the 
short term, but you might also want to place an incinerator beside the land- 
fill to help with garbage disposal. 


Weak Revenue 
Big Mountain City's coffers are on the lean side. After the preceding issues 
are dealt with, zone a dense residential area near the core of your city and 
make sure you run some water pipes to it. More space for your Sims to live 
is all you'll need to boost your population. Soon you'll be making money 
through tax revenue instead of running a negative budget. 


1 E ARMSVILLE 


Farmsville begins in 1905 with a population of 36,172. There's a cash reserve 
of $45,724, so your budget is in the black. If you're careful, you can make 
some far-reaching changes to improve the problems of your farm city. 


a S) Having trouble getting the Light Indust ja 
*_outskirts of your city to get farms going? 


rn LN 


at Farmsville’s scenario. 
: _N Farms vs. Industry 
The farms in Farmsville are not watered from the city’s pumping stations; 
they rely on natural water sources. In fact, in order for farms to develop, 
you ideally do not want to have water service or more than one road to 
these areas. The fewer services and road access you provide to Light 
Industrial areas, the more likely it is that you'll see farms developing. If you 


ISLAND CITY 


run the water system out to the farms, you can expect the factories and 
other industry to overtake the farms. This is a decision you'll have to make: 
If you supply more water, your city will start to grow very fast indeed. 


Traffic Jams 

Obviously Farmsville has grown considerably in a short period of time, 
because the traffic situation is already becoming serious. Part of the problem 
is that it's 1905 and you can’t yet build a subway— but a city with a small- 
town feel like Farmsville shouldn't have a subway anyway (at least we don't 
think so). To solve the city's traffic problems we suggest that you consider 
bus stops, but you’ll have to do some demolishing first in order to clear the 
areas for the depot buildings. 


Provincial or Urban? 
Perhaps the biggest challenge with Farmsville will be your decision on 
whether to grow the city or leave it as the charming bucolic community it 
is. Either way, you'll face a particular set of issues and dilemmas. 


ISLAND CITY 


Island City is basically a tropical island with a big honking volcano in the 
middle. Not to worry, the volcano is extinct, so at least you don't have to 
worry about a sudden rain of fire and ash coming down to smother your 
Sims. You begin Island City with a large population of 82,923 and a reason- 
able $66,873 in the bank. The entire population is living around the perime- 
ter of the island, which makes for some interesting service and transporta- 
tion problems. 


Police and Fire 
The biggest problem facing Island City is insufficient police and fire cover- 
age. Of the four “sides” to the island, two have no police or fire services at 
all, and we don’t need to tell you what problems that can conjure up. 
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Water and Power 

Island City has some problems with services right from the beginning. 
Power is the largest concern; with the oil power plants running at or near 
capacity, brownouts are commonplace. You'll need to find a way to provide 
more power safely, without creating more pollution. Wind power plants on 
the volcano will go a long way to helping this situation without costing you 
an arm and a leg. The water situation is less serious, and in many cases you 
need only run new pipes. 


Highways and Byways 
One way to improve the traffic situation as your city grows will be to lay a 
road (or roads) over the volcano, or build a tunnel through it. By far the least 
expensive way is to level the terrain a little and run a road over the volcano, 
but if you want to “go green” and conserve the ecology of your island, you'll 
have to build a very expensive tunnel. 


Ï UITTLEP URG 


Littleburg is one of the more challenging scenarios on your SC3K CD. You 
4 begin with only 9,125 inhabitants, only $1,071 in the bank, and a swack of 

services that'll choke your pocketbook if you even think of expanding. 
Lt Te Growing the city past this fragile beginning will be your goal. 
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Tax Burden 
Littleburg's taxes are a tad on the high side (8% straight across the board), so 
you should attempt to lower them slowly as your revenue increases when 
more Sims move into the neighborhood. With such a low reserve and a cash 
flow of only a few hundred Simoleons a year, your challenge will be to lower 
taxes one point at a time, one area at a time. 


Dwindling Power 
Power is adequate when the scenario begins, but Littleburg's power plant 
is close to its limit. You can expect brownouts to happen if you don’t 
bolster the power grid. We suggest adding a few wind power plants to take 
some of the strain off of the existing system. At $250 per unit, however, 
you'll have to place them one at a time on a year-by-year basis. 


Water Shortage 
Littleburg is completely unwatered, and if you want to see a real improve- 
ment in population you'll have to get some water to your Sims. There's not 
much cash available for this, but if you add a few links of pipe every year, 
you'll soon have all the critical areas supplied. This in conjunction with 
slightly lower taxes will have Sims arriving in droves, and your revenues will 
thank you. 


METROPOLIS 


With a whopping population of 2,069,432, Metropolis is one of the largest 
cities going. You also start with a boffo cash reserve of $364,671 and a 
yearly income of over $200,000. So, with all this going for it, why would you 
want to change it? Maybe you wouldn't—but some may feel that Metropolis 
is decidedly sterile and unappealing, with its odd zoning patterns that 
expand out in concentric circles. 
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Vulnerable Water System 

Although the water system in Metropolis is excellent, it has an inherent 
weakness caused by all the arms of the water system being fed through one 
central pipe. The system works fine, but if that mother pipe is damaged or 
destroyed in a disaster, large sections of the city will be cut off from the water 
supply. Should there be an earthquake and its related fires break out, you'd 
be in trouble. We suggest providing some redundant piping to safeguard 
your city's water situation. 


A MODEL TRANSIT SYSTEM 


HH vou want to see how to perfect a transit system, have a look at the sub- 
way and bus systems in Metropolis. Also note the big bucks derived from 


transit tares. You need not tamper with this already exemplarv system. 


Aura Issues 
The biggest problem with Metropolis is that its two million SimResidents 
just aren't having much fun. We suggest some zoos and parks in the areas 
on the edges of the map. After all, these are the only areas left to build on, 
and they’re already serviced by bus stops and the subway. It's a pretty logi- 
cal way to raise the Aura of your cramped Sims. 


Ld 
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SAN ANDREA 


San Andrea is an earthquake waiting to happen. This city looks a lot like 
southern California—need we say more? There are 114,563 Sims to start, 
and a tidy bank balance of $413,063. 


| zel 
Andrea also sports an excellent 
1way system can be incorporated 


Water to Power 
San Andrea lacks a water supply to its power plants, and since one of those 
plants is a nuclear power plant, you'll want to make running some water 
pipes your first priority. You won't need to add any water towers or pump- 
ing stations; just laying the pipe will be enough. 


Earthquake Ordinance 
Make your second order of business to impose the earthquake retrofitting 
ordinance. This work help to protect your city from any tremors that might 
come your way in the future (and it's a safe bet they will). 


Healthcare Needs 
San Andrea is sorely lacking healthcare, so take some of that huge pile of 
money and build a few hospitals. 
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Garbage Deal 
You'll be offered a trash deal fairly early on after you start mayoring San 
Andrea. We think this deal is a good one because it'll provide some of the 
extra revenue needed to build up missing infrastructure and expand the over- 
all city boundaries. You can always cancel the arrangement later if the rub- 
bish piles up too quickly. 


SIMISLE 


Simlsle is the prototypical perfect, self-contained SimCity. With a population 
of 174,058 and a cash reserve over $180,000, this city is doing just fine, 
thank you very much. It has excellent services, decent roadways, and a fine 
subway system. On the surface, it seems a perfect city and for the most part 
is a perfect city—but the sizable cost of maintaining such a self-contained 
paradise means that your taxes are a tad on the high side. And waiting in the 
wings are a host of unforeseen events. 


Tax Juggling 
Step softly here—your taxes are on the high side, but dropping them dra- 
matically may have too severe an effect on the bottom line. You dont want 
to get into a situation where you're not making enough to cover the city's 
considerable expenses. The GigaMall 9th Wonder of the World that resides 
in your city provides some extra income, thus giving a little leeway as you're 
reconsidering tax strategy. 


SIMISLE 
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Never a Dull Moment 
As perfect as it is, Simllse has its own agenda. After playing with it for just a 
few minutes, you'll be tested by disasters—this city seems to attract them. 
Don't be surprised if you see UFOs, fires, and earthquakes in the first few 
years of the simulation. Be ready for this by making sure police and fire 


departments are up to snuff. 


REVEALED 


APPENDIX A 


CHEAT CODES 


he SimCity line of games is famous for its collection of chea 


codes, and SC3K is no exception. There are a fair nuinber 


SC3K codes already available, and more may be revealed on tl 


Web as time goes by. 


Even though you may be tempted to try out these codes right aw 
we recommend that you Just Say No to cheats, at least at the outse 
SC3K is a well-balanced game. You generally won’t have to use thes 


codes to stay afloat. 


Still, once you’ve got a fair amount of city-building under your bel 
you may be in the mood to change the rules a bit. That's when yo 


unleash one of the many codes revealed in this appendix. 


EOD GALLERY 


CODES GALLERY 


To enter a cheat code, press Ctrl+Shift+Alt+C at the same time. In the Cheat 
box that appears, you can type in the following codes and get their corre- 
sponding results. 


\ra TL Case does matter—be sure to type 
N\ in exactly as they're written. _ 


GARBAGE IN, GARPAGE OUT 


Type this one in to make all the garbage-related buildings available, regard- 
less of the year. 


| AM WEAK 


This potent (although somewhat humiliating) code makes utilities, trans- 
portation, zoning, and most other things you can build cost nothing. 


| LOVE RED TAPE 


This code sets the year back to 1900. 


LET S MAKE A DEAL 


Turn this on and your neighbors will try to make deals with you. 


CHEAT CODES REVEALED! 


PAY TRIBUTE TO YOUR KING 


Type in these five words to get access to all Reward and Opportunity buildings. 


POWER TO THE MASSES 


Enter this code to unlock all the power plants, regardless of the year. 


SALT ON 


This powerful code changes all the water on the map to salt water. 


SALT OEL 


As you might expect, this code changes all the water on the map to fresh 
water. 


TERRAIN ONE UP 


Type this code to raise all your terrain by one unit. 


TERRAIN ONE DOWN 


Enter this code to lower all your terrain by one unit. 
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TERRAIN TEN UP 


This one raises all your terrain by ten units. 


TERRAIN TEN DOWN 


And this code lowers all your terrain by ten units. 


WATER IN THE DESERT 


This simple phrase will unlock all the water structures, regardless of the year. 


CALL COUSIN VINNIE 


If you type in this code, you'll find a Petitioner at your door offering you 
money. You can take the cash, but if you choose the high road and decline 
this payola, you get access to one last code: Type zyxwvu in the Cheat box, 
and you'll be offered the SimCity Castle as reward for your clean living. The 
Castle boosts aura and surrounding land values, and it looks swell, to boot. 
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imCity 2000 included five model scenarios that placed you rigl 


smack dab in the middle of some fairly serious problems. Two 


those older scenarios have disasters that are no longer availab 
in SC3K (monster attacks and hurricanes). The remaining three chal 


lenges, however, can be loaded and played in the new version of t 


Ss game. If you still have access to SimCity 2000, we recommend yo 


ramp up these classic scenarios to test your mayoral mettle. 
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DULLSVILLE 


The goal in Dullsville is to take a sleepy, small town of 1,680 people and 
build it into a city of 20,000—with only $5,000 cash—in five years. By reduc- 
ing taxes and borrowing a little from your Sims’ children, you will have no 
problem in achieving this goal. 


Take Out Loans 
To win this scenario, you need to have $5,000 cash at the end—it doesn't 
matter whether the money comes from current or future revenue. Issue two 
bonds right away to raise capital for expansion. If Dullsville's funds dip 
below $5,000 while the simulator is running and before you win the sce- 
nario, take out another loan. 


Beef Up the Power 
The single coal power plant in Dullsville just can't produce enough juice to 
power a larger city. You need another power source. Build a second coal plant 
behind Dullsville Bluff, near the current structure. You can extend power 
lines from your new plant to the old one so they are all connected to the 
same power grid, but this is (technically) unnecessary. 


Add a Seaport 
Adding a seaport encourages trade and industry. This will improve 
Dullsville's business climate and attract new Sims to the city. Add your sea- 
port along the riverfront— between the city and the power plant. You'll have 
to extend a road along one side of the seaport and connect the port to power. 


APPENDIA D USING THE SIMCITY 2000 SCENARIOS 


Give Main Street a Marina 
Extend Main Street to reach the coast and then add a marina at the water- 
front. (This is all part of the plan to make Dullsville more attractive to new 
Sims.) Power up the marina by connecting it to your city’s power grid. Add 
Dense Residential zones on both sides of the Main Street extension to bring 
valuable housing into Dullsville. 


Turn On the Water 
When the Dullsville scenario begins, the city has no water system. To 
encourage growth, add pumps near the water—behind the power plant. 
Then connect your water pumps to the underground pipelines, and start 
pumping water to your growing city. 


Zone, Zone, Zone 
Now that you have the infrastructure in place to support a larger Dullsville, 
start zoning. Extend Main Street away from the river as far as it will go. Zone 
some Dense Industrial areas in six-tile-wide stretches along one side of Main 
Street. Place roads to give your Sims access to tiles in the industrial area. 


Now zone some Dense Commercial areas along the other side of the 
street. The Demand indicator currently shows little (if any) demand for 
Commercial, but this space will make a buffer zone between the industrial 
part of Dullsville and the new residential area. Next, zone Dense Residential 
heading toward the bluffs as far as you can. 


While you're zoning, build a few new schools and hospitals; even one 
more hospital and two more schools will help Dullsville grow. Don't forget 
the power lines you'll need to connect the newly zoned areas to the 
city's power grid. Your power plant should be generating more than enough 
power for your city because you added that second plant early in the simu- 
lation to support Dullsville’s growth. 


CLINT 


Run It 
Once you have created zones for your incoming Sims to inhabit, set the sim- 
ulator to Cheetah and let it go. Also, you should lower Dullsville’s tax rate. 
You can set it as low as 0% if you want. Check the Population Graph to 
watch your progress toward a city of 21,000 Sims. If the city's treasury drops 
below $5,000 at any time before you win, just take out another loan to keep 


going. 


ELINT 


In the Flint scenario, you must guide your city out of an economic slump 
and build to an industrial population of 21,000 in five short years. When the 
scenario starts, you have an industrial population of only 10,000. 


Add an Airport 
First, give Flint an airport. You can put it in any convenient location. 
This will encourage new business (commerce) and help build the industrial 
population. 


ezone the Light Residential areas of F 


e= 
APPENDIX PB 


Remove Excess Roads 
Use the Demolish tool to remove some roads. These excess roads are an 
unnecessary drain on your budget. You'll find a lot of extra ones in the res- 
idential areas near the edge of the map. Remember that each zoned and 
developed tile should be within three tiles of a single road, but having a tile 
near two roads does you no good—it just wastes land and fosters pollution 
(from the extra cars). 
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N To encourage industrial growth in Flin 


18 Industrial Tax rate to 0%. 
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Run It 
With all the pieces in place for Flint's full recovery, let the simulator run at 
the Cheetah setting. Water shortages or brownouts may occur; if they do, 
you can add new water pumps or power plants. As things keep growing, 
watch out for Sims demanding new services and other necessary items, and 
resolve those matters. 


K Tuc OAKLAND HILLS 
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In this scenario, you must first battle a firestorm in the hills of Oakland. 
Then, with the fire suppressed, you have five years to rebuild the city's pop- 
ulation to 50,000. 


Stop the Fire 
Äs soon as the scenario starts, your priority should be to build a firebreak. 
Use the Demolish tool to level buildings and trees in an area two tiles deep 
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around the fire. Then use the warning siren and the Dispatch Firefighters 
tool to send in fire fighters. (Send the fire fighters to tiles adjacent to the 
edges of the fire storm.) 
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Now resume the scenario by selecting Turtle on the game's speed control. 
As the fire diminishes, redeploy the fire fighters as needed so they are always 
in tiles adjacent to the fire. 


Raise Cash 
The technique described here to win the Oakland Hills firestorm scenario 
costs big bucks. Take out some loans so you can afford this pricey reshaping 
of the land. 


Create Flat Land 

With the fire out, the remaining problem to overcome is a lack of the flat 
land that can support high-density development. To fix this, use the Level 
Terrain tool to create a patch of flat land at the top of the hill that borders 
Oakland, along Skyline Drive. Zone some areas for Dense Residential, 
Commercial, and Industrial usage on the terrain you just flattened. Be sure 
to place roads in an orderly fashion so that every zoned tile is within three 
tiles of a road. Also, run power lines from the powered buildings downhill, 
up to your new development. 
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Run It 
Now, with all the elements in place to attract new Sims to Oakland, switch 
the speed to Cheetah and let the simulator run. You can display the City 
Population in the Graphs box to track your progress. At some point, your 
power plant will have to be replaced. If you don’t have $5,000 on hand to 
cover the cost when this happens, you'll have to take out yet another loan. 
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MODIEYING 
TERRAIN 


efore you build your perfect city, you may want to modify 
the simulator-generated terrain. The landmass you start 
out with is created of randomly-configured elements 
within a standard mix—roughly 25% hills, 10% water, 30% 
trees, and the rest is barren, flat land. You can play the land- 
mass you're dealt or you can modify it. You can even set up your 


own mix of hills, water, and trees. This appendix tells you how. 


MODIEYING TERRAIN 


USING THE 
TERRAIN EDIT BOA 


The Terrain Edit box appears after you choose the name of your city, the 
starting difficulty, and the beginning year. In this box, you can control these 
aspects of land generation: 


Ö Presence of a river, coast, or both 
Öö Mix of hills, water, and trees 
5) Amount of water on the entire map 


5) Density of trees on the landmass 


The Terrain Edit box gives you your first shot at modifying the landmass. 
You can play with the slide bars and regenerate the terrain as many times as 
you like. When you think you've got something close to what you want, 
click the Accept This Terrain button. From that point, you'll use the 
Landscape button (and its tools) to modify the landmass. 


USING THE 
LANDSCAPE TOOLS 


In the paragraphs that follow, we'll examine each tool in the Landscape 
toolset, describing ways you can use it to modify an existing landmass— 
whether the landmass was created using the default parameters or the para- 
meters you specified. 
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PLANT TREES 


Click this button and then on your landmass, and two trees (sometimes one) 
will appear. Click and drag, and many trees spring up. 


You can also alter the density of trees in any given tile (using up to five 
levels of density). Each time you click on the same tile, another level of tree 
density is added. 


CREATE SUREACE WATER 


Click this button and then click wherever in the map you want a bit of water 
to appear. You can add both lakes and streams using this tool. 


LOWER TERRAIN 


“Lowering” terrain means bringing it closer to sea level. To lower any terrain, 
anywhere, select the Lower Terrain button and point and click, or click and 
drag where you want to lower the land. This tool lowers the tile under the 
mouse pointer one unit every time you click. Lowering dry land will even- 
tually result in the surface’s going below sea level, in which case a pond, lake, 
stream, or river will appear, depending on your clicking technique. 


RAISE TERRAIN 


To lift the terrain anyplace on the map—that is, to increase its elevation 
above sea level—select the Raise Terrain button and then point and click, or 
click and drag where you want the land to rise. Every time you point and 
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click, the tile under the mouse pointer rises one unit. If you click and drag, 
the land will rise quickly, following the mouse pointer and forming realistic 
hilly patterns. If you click on water, the waterbed will eventually rise above 
sea level and become dry land. 
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1 LEVEL TERRAIN 


The Level Terrain tool lets you flatten part of a landmass. Just select this but- 
ton and point to a tile that is at the level to which you want to raise or lower 
adjacent tiles. A little bulldozer appears on the land. Now click and drag the 
mouse pointer around to make the land level. 


times you'll need a little help wit 
Be \ehoen you're modifying terrain. Use thu 
1 apetare Counterclockwise, and Rotate C 
t the best perspective of the Ì land wh 
je Landscape button’s tools. | 


ks LT. WRTS OST? 


DEMOLISH 


There's not much to explain about this one. We guarantee you'll be using it 
plenty as your simulation progresses. 
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IS IT WORTH THE COST? 


Because of the cost of terrain modification, at some point it's likely you'll be 
asking the question, “Is it worth it?” The answer is, of course, “It depends.” 
If you have bucketsful of extra cash, and your city needs some terrain sculpt- 
ing in order for it to grow, then the large expense that'Il be required to cut 
down a mountain (for example) will be money well spent. 


It's our feeling that part of the joy of playing SC3K is making your city 
work on the terrain you're given. Rising to this challenge makes the success 
of a simulated city far sweeter. 
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HON FHEINTERNET 


n doing the research to write this book, we (of course) played SC3K. 


into the wee hours of the morning until sleep or hunger drove us 


away from our computers. We also consulted with other players al 
over the world, and you can do this, too. In fact, an impressive 
number of World Wide Web sites are dedicated to SimCity, SimCity 
2000, SimCity 3000, and the entire Sin game phenomenon. In this 
appendix, we'll visit (via brief descriptions) many of these Web sites. 
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WHERE TO LOOK 


There are a number of gathering places for SimCity enthusiasts online. You'll 
find gamesters trading tips, ideas, and/or city files on CompuServe, America 
Online, and Prodigy, and on plenty of Web sites across the Internet. 


The Internet is a vast system of single PCs and networks (groups of com- 
puters cabled together so they can share resources) around the globe, all 
interacting via a combination of high-speed communication links, phone 
lines, and modems. This interaction takes special software, of course, and 
various companies provide the software and the service. (This isn't terribly 
different from a phone company's providing access to phone service.) 


The Internet is composed of not just machines, modems, and software, 
but people—tens of millions of people. It may very well be the least expen- 
sive option for your online interaction with other SimCity enthusiasts. 


MEMPERSUHIP SERVICES 


It's likely you're already familiar with the CompuServe, America Online, and 
Prodigy names, if not the services themselves. These are membership ser- 
vices; you pay a fee for subscribing to the service, and the service dishes up 
its stuff for you to use. Generally speaking, these services offer a truly wide 
range of content and services, but this immense variety basically boils down 
to e-mail capability, online reference materials, and some sort of bulletin 
boards, forums, and/or “chat” features that allow you to interact with other 
subscribers in an exchange that focuses on some topic—games, for example! 


Membership services don’t share their information; they work like a sub- 
scription to a traditional magazine. When you subscribe to one magazine, 
you don’t get access to another; and when you subscribe to CompuServe (for 
example), you get access to its entertainment forums, but you don't get 
access to Prodigy's game bulletin boards. (On the other hand, with a mem- 
bership service you can exchange e-mail with just about anybody— whether 
they're on CompuServe, American Online, Prodigy, or the Internet.) 


SIMCITY SOOO ON THE INTERNET 


SCHK ON TUE NET 


On most Internet-enabled computers, you'll have access to Usenet, a mes- 
saging system of thousands of “newsgroups” on a limitless variety of topics. 
Within each topic are subtopics, and within each topic and subtopic are 
thousands of messages passing between participants in a big electronic 
exchange that can get to be really amazing. 


For SimCity related stuff (SimCity Classic, SimCity 2000/3000), we like 
these newsgroups: 


comp.sys.ibm.pc.games 


comp.sys.ibm.pc.games.strategy 


comp.sys.mac.games newsgroups 


But don’t stop with these: Check out all of ‘em. SC3K and its predeces- 
sors are all interrelated, so the information you find in these newsgroups, 
even the older ones, can be very valuable. 


WorrtD WivEeE WEB LINKS 


There's no shortage of World Wide Web sites on the Internet just waiting to 
be scoured for the hundreds of pages of SirnCity 3000 information that'Il no 
doubt spread across the Web within a few weeks of the game's release. 
Following is a list of a few of the more prominent pages, including the offi- 
cial page from Maxis. 
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http://www.simcity.com/3000/3000.html 
This is the official SC3K Web site. It is frequently updated with awesome 


information and detailed insider tips. Believe us, it'Il keep you coming back! 


http://sim.gamestats.com/scring/ 
Here's where you'll be able to tap into the SimCity Web ring. A Web ring is a 


collection of related Web sites that are all connected in a big circle. The 
SimCity Web ring is an excellent and varied source of all things Sim. 


http://www.ea.com/techsupp/maxis/ 
If you're looking for support, information, and updates to the SC3K soft- 


ware, this is the official place to look. 


http://www.planetsimcity.com/ 
This one's an excellent independent site with large databases of fantastic 


information. 


http://www.geocities.com/SiliconValley/2459/simstuf4.html 
This is an older SimCity 2000 page, but longtime SC3K players can check in 
here if you're experimenting with the older versions of the game. 
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In the not-so-distant future, a spaceship escapes a dying planet. The survivors j 
land on the surface of a distant world and quickly find themselves separated 
into seven distinct factions. 


To thrive in this brave new star system, youll need this comprehensive, 
unofficial guide to Alpha Centauri, brought to you by Sybex and the good 
folks at GameSpot. 


This FREE online sourcebook features: 


e In-depth analysis on everything from exploration and 
terraforming to unit design and the art of war. 


e An exhaustive reference section for terrain types, the 
game's technology treepand secret projects. 


e Ruthless multiplayer strategies designed to put you 
ght-years ahead of the competition. 


e A look under the hood at thebest ways to modify game 
rules and create-your own factions, maps, and scenarios! 


allethis plus the scoopson_our growing line of computer and video 
game strategy quides at: Nibe com/catalog/games.shtml 
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me Keys to the City IEEE TES 
Are Within Your Grasp! NESENREES” 


Imagine that vou can recreate the great cities of the world—or redesign existing 
aties with a few well-chosen keystrokes. Imagine a SimNation four times large: 
than anything you've seen before, the ability to zoom in on your inhabitants as 
they go about their daily business, and a serious upgrade in 3D cty-building 
realism. Now imagine all the strategies you need to turn your starter town 

into a bustling megalopolis, collected in one comprehensive book. 


YOU GOT IT! Economic failure, rampant crime, or nuctear oops got vou 
… 


down? Turn doom into boom with this quide to Maxis’ eagerly 


awaited. richly detailed SimCity 3000. packed with all the info 


you'll need, plus a few killer surprises! 


Erentla Kiena Inside, you'll learn how to: 
… Customize vour cities t 


‚ Manage vour Dudget. Dou 


WA sort. se Barter with your neïahbe 
N dd 


NEEN “ Bounce back from natural (and not 
Whether you're a SimNewbie or a long-time 
KUT TI aficionado. you've found the one source with all 
TI BAL 6 the strategies, secrets, and tips vou need to 
bn, ATL tag lll es, % build the city of vour dreams! 
ek 


$19.99us £14.09 ,» 
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